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Uh huh. That’s right. The King of the Ring, Afro Thunder, returns with more 
style, moves, taunts and punishing soul. Plus a spectrum of new features await 
like 13 outrageous new boxers including 5 special characters and 10 returning 
contenders. It’s intense, over-the-top boxing action. Come on. I know you feel it 
now.Let’sGetReadvTo Rumble'. 
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READY 2 RUMBLE BOXING: ROUND 2 ©2000 Midway Home Entertainment Inc. AU Rights Reserved. Likeness of Michael Buffer and the 
READY TO RUMBLE trademark used under license from Buffer Partnership twww.letsrombte.com). All other character names are 
trademarks of Midway Home Entertainment Inc. MIDWAY and the Midway logo are trademarks of Midway Amusement Games. LLC. 
Used by permission. Distributed under license by Midway Home Entertainment Inc. Compatible with PlayStation Game Console and 
Playstation 2 Computer Entenainment System PlayStation and the PlayStation logos are registered trademarks of Sony Computer 
Entertainment Inc Sega. Dreamcast and the Oreamcast logo are either registered trademarks or trademarks of Sega Enterprises. Ltd. 


Features may vary by platform 


Available Now! 


'Screen shots taken from PlayStation 2 
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PlayStation2 and peripherals features.40-44 


T he preparations for the Games Domain Offline 1st birthday party were well underway. The seemingly endTe^ tow!! of long wooden tables were set in the main .hall 
and the birthday decorations mingled festively with Christmas bunting. I surveyed the scene, sipping brandy contentedly. Then the crisis broke. 

"It's Pete. We've got a problem sir," came the disembodied voice through my walkie-talkie. "The PUyStation2 sir, it's been taken." I almost choked. "You can't be 
serious?" My head began spinning. "Afraid so sir." I shook myself. "I thought your men understood the high iisk to the PS2 at this time of year. I briefed them \ 

myself." I was quivering with rage. "YeS sir. I'm sorry. I don't knoW how it happened. One minute it was there, the next..." His voice broke with Omotion and I 
softened. "Don't worry Pete," I said. "I think I may know who fhe culprit is. Out." 

I replaced the radio in my belt holster and began to walk purposefully in the direction of the main console annex. Torch in hand I negotiated a series of long, dark 
corridors, carved into the rock before I found the door 1 was looking for; it was^^^^^L^^ my skeleton key into the keyhole and felt the bcdt retract, then 

moved swiftly, bursting through the door ^nd into the room beyond: Gareth was crouched ovOr the PlayStat{on2, guilty eyes opened wide in shock as my torch beam hir" 
his face. "I thought sp," I said sternly. "I'm sorry James," he spluttered. "It's just Timesplitters has arrived and Matt wanted to pipy SSX. I couldn't tear myself away." 

I paced up and down, gathering my thoughts before delivering my verdict. "You've broken the rules Gareth. You know what I'm going to say now, don't you?" I said, 
the menace clear in my tone of voice. "Wh-att?" Gareth's eyes were now like saucepan lids; his lower lip trembled. I looked him directly in the eye: "Stick it on two- 
player mode; it's supposed to be wicked." I said, pulling up a chair. Jame3 Kelly - Editor 
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WimT'S THE SCORE? 


GDO’s prestige award system explained 


GDO is committed to accurate and fair 
reviews. We're well aware that you might only 
buy one game a month, and hopefully you 
trust us to tell you which one is most worth 
your hard-earned cash. So, following remedial 
arithmetic classes for all the staff, GDO 
carries marks out of ten on each review - but 
we are stingy with our top marks. 

That said, we are prepared to offer 10s to a 
certain select few games. Our criteria for this 
are as follows: it must meet the standards of its 
time in every area, excel in at least one, and 
not fall down in any; it must contain at least 
one element which can be described as 
"exceptional"; and it must also contain 
significant originality and assure long-term 
gameplay. Each game receiving a 10 is rewarded 
with the GDO Gold award. 

Marks of 9 are given to games which fall short 
of the above criteria due to one or two minor 
flaws, and specifically for games which meet 
the Gold criteria but don't offer a significant 
quantity of originality and/or innovation. These 
games are rewarded with the Silver award. 

So this means that you won't often see a 
game getting a 9 or 10 - but don't let this put 
you off. An 8 or a 7 is still a good mark, and if 
the game appeals to you it should be well 
worth buying. 

We've thought long and hard about this 
marking system, and we're confident it makes 
our reviews clearer and your buying decisions 
easier to make. But if you have any suggestions 
or comments, send them to us at the usual 
address. 



GDO GOLD AWARD 

This award is only given to the 
top 'must have' game. It's GDO's 
highest award, and is given for a 
perfect score of ten out of ten. 



GDO SILVER AWARD 

This award is given to games 
achieving a score of nine out of 
ten. It is bestowed upon games 
that are highly recommended for 
purchasing. 


PC SCORE STYLE 


COHSOLE SCORE STYLE 


HIN: Minimum system requirements to play 
GDO SUGGESTS: 

Suggested system requirements for acceptable play 

■ PUBLISHER: Game publisher 

■ deueloper: Game author 

■ RELEASE: When the game is available to buy'^ 

GO online: The URL you should type in for the 
extra information found on our web site. 

+ Positive points about 
the game 

- Negative points about 
the game 


THE REVIEW SCORE 


OUT OF TEH 



■ format: Console 

■ publisher: Game publisfter 

■ deueloper: Game author 

■ RELEASE: When the game is available to buy 

GD online: The URL you should type in for 
the extra information found on our web site. 



GAMES DOMAIN OfFlINE COMPETITION RUIES 

■ The Promoter of GDO competitions is Kaleidoscope Networks Limited. Referred to as 'The Promoter'. The Registered Office is Unit 2, Cuckoo Wharf, 435 Lichfield Road, 
Aston, Birmingham, B6 7SS, UK. 

■ All entrants to competitions ran by The Promoter must either be aged 16 or over, or have obtained permission from their parent/guardian. 

■ All entrants must provide their full name and address with postcode when submitting an answer. 

■ Only one winner, per household, per competition is permitted. 

■ Although The Promoter tries to make the competitions available to as many people as possible, a number of competitions are region specific. Eligibility for such 
competitions shall be determined on the basis of the entrant's current home address at the time he/she submits their entry. 

■ The Promoter does not accept any responsibility for late or lost entries. Proof of sending does not necessarily mean proof of receipt. Only those entries actually received 
by The Promoter are entitled to take part in the competition. 

■ The closing date for a competition will be stated on the competition page. If you enter after the closing date, your details will not be accepted. 

■ Prizewinners will be drawn at random from all correct entries, and contacted by The Promoter via post. Only the winners will be contacted personally. Online competition 
winners will be listed at: www.gamesdomain.com/freebies/winners.html 

■ Prizes must be taken as stated and cannot be deferred. The Promoter cannot and will not offer cash alternatives. 

■ Players must supply full details as required above, and comply with all rules to be eligible for the prizes. No responsibility is accepted for ineligible entries or entries 
made fraudulently. 

■ Competitions are not open to employees or contractors of The Promoter, theglobe.com, Attitude Networks Limited or any person directly or indirectly involved in the 
organisation or running of the competitions, or their direct family members. 

■ The Promoter reserve the right to cancel a competition at any stage, if deemed necessary in their opinion, and/or if circumstances arise outside of their control. 

■ Entrants will be deemed to have accepted The Promoter's rules and to agree to be bound by them when entering this quiz. 

■ The editor's decision is final and no correspondence will be entered into. 

■ The Promoter reserves the right to refuse an entry. 

■ Games Domain Offline will not pass on your personal details to any other organisation without your permission except for the purposes of running the competitions that 
you have entered. 

■ No purchase is necessary for any competition ran by The Promoter. To qualify for entry into any competition, please send your full name and address along with the 
specific competition you are entering to the Registered Office address as shown above. 
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"The best RTS game of the year." 93% Strategy Player 
"One of the most beautiful WW2 wargames to date." pc.ign.com. 

"Finally we have a game that is based on historical events that is both fun and easy to play." 91%. Gameplay.com 

"One of the finest WWII games ever made." PG Zone 


www.suddenstrike.coin 



Sudden Strike and CDV are registered trademarks of CDV Software Entertainment AG 


www.Gdv.de 
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Opening up at midnight for 
the arrival of the 
PlayStation2, 

Electronics Boutique 
stores across the country 
provided an early launch portal 
for gamers to enter the next 
generation of console gaming. 

While other customers, desperate 
to collect their new consoles, faced 
an agonising wait until most shops 
opened at 9am, EB treated its pre¬ 
order customers to a head start 
over the competition opening at 
midnight and then again at 7am. 

At the Birmingham city centre branch, a 
queue of nearly 50 eager punters gathered 
before midnight, many of whom had 
received confirmation their consoles were 
ready for collection. Clutching blue forms 
like golden tickets, the eager punters were 
gradually let into the store to select their 
desired games and finally get their hands 
on the most wanted piece of hardware 
this side of Christmas. 

Only 13 of the initially promised 33 
titles were available to buy and the 
sought-after Timesplitters and SSX proved 
to be in short supply. With DVDs placed 


4r 


next to the 
display of new 
PlayStation2 games, 
some gamers were perfectly happy to collect 
their console without any games, just several 
films, proving the multimedia attraction of the 
console. Punters stated both Gran Turismo 3 and 
Metal Gear Solid 2 as their most hotly 
anticipated future titles. 

Upon receiving his console, first in the queue 
Richard Carden, 22, from Chelmsley Wood, said, 

"I just want to get home safely now and try out 
Ridge Racer V." He added: "I've already booked 
tomorrow off work and the only problem for me 
is to decide where to put the machine because I 
own every other console too!" 

Commenting after the midnight opening, EB's 
Birmingham store manager Ram Patel said he 
was delighted the launch had gone so well. "The 
PlayStation2 gives excellent value for money and 
having the DVD option on it is simply 
tremendous," he said. 


HARDCORE GAMERS STAY 
UP LATE FOR PS2 


ChartTrack UK All Format Charts - 

i Who Wants To Be A Millionaire? 

week ending November 18, 2000 

Eidos Interactive 

2 

Driver 2 

Infogrames 

1 ^ 

FIFA 2001 

EA 

1 ^ 

Legend of Zelda: Majorats Mask 

Nintendo 

5 

Pokemon Pinball 

Nintendo 

6 

Pokemon Yellow 

Nintendo 

7 

Championship Manager; Season 00/01 

Eidos Interactive 

8 

Tomb Raider: Chronicles_ 

Eidos Interactive 

9 

The World Is Not Enough 

EA 


Rayman Platinum 

Ubi SofJ 

CUftTf—it —A—o —mrnrn MO* im 
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IT’S A HAIF-Un ON PS2 

Sierra Studios is planning to release an 
updated version of Half-Life on the 
PlayStation 2. 

Developed by Gearbox Studios (previously 
responsible for the PC add-on Opposing Force 
and the Dreamcast version of Half-Life), new 
features will include co-operative play, 
deathmatch and multiplayer options. 

The PS2 version is expected to be the most 
advanced yet, with all new characters, levels 
and weapons and more details invested into 
level environments. Expect the game to blast 
its way onto store shelves by mid-2001. 

The Dreamcast version of Half-Life has been 
delayed until early 2001. 




2 SEXY FOR 
ITS SHIRT 

Epic has released some very sexy screens of 
the highly-anticipated PC FPS Unreal 2. 

After the massive success of Unreal 
Tournament all eyes are fixed on this game 
which looks set to knock seven bells (or is 
that swans-a-swimming - it is Christmas) out 
of any other currently available first-person 
shooter. 


EPICRirURE 

FOR XBOX 

Epic is extending its sway over consoles by 
teaming-up with Microsoft to allow developers 
to use the Unreal Engine on the Xbox. 

Epic Games' vice president Mark Rein said: 

"The Unreal Engine is the ultimate market- 
proven, cross-platform engine for Xbox game 
developers. We've already completed and, more 
importantly, shipped the first console version of 
our engine and now we're aiming our best 
technological guns squarely at the powerful 
Xbox. 

"For Xbox developers our very recent 
experience developing and releasing a top- 
quality next-generation console game is an 
invaluable support resource they can't get from 
any other engine vendor." 





released of perhaps the most 
eagerly-awaited game of recent 
years: Konami's Metal Gear Solid 2 
on PS2. 

The game has already proved 
itself on PlayStation and PC and 
has an army of loyal fans. 

Whether it will live up to the 
hype on the next generation 
console though is yet to be seen 
but the early signs are good. 

It is due for release early 2001. 


MEnL6EM 

UNMASKED 

More screenshots have been 
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GDO brings you a year's worth of news on one page - now that’s what I call tight' 


January 


May 


September 








Microsoft boss and richest man in the world. 
Bill Gates, stepped down as the chief 
executive officer of the company and set 
himself up in the new post of chief software 
architect. Urban Chaos developer Mucky Foot 
revealed it was working on strategy game 
Space Station, which later became Startopia. 


Sega finally unveiled an online game for the 
beleaguered Dreamcast - Chu Chu Rocket. 
Speculation surrounded the shock departure 
of Richard Garriott, creator of the Ultima 
games, from the halls of EA. And Nintendo 
announced it would further establish itself as 
lord and emperor of all 
handheld consoles with its 
new Game Boy Advance. 


October 


GDO brought the UK's 
leading games conference 
to the masses, with 
tonnes of exclusive 
reports from September's 
ECTS. Nearly the whole office made the trip 
to London's Olympia, only to be mildly 
disappointed by the absence of EA, Eidos and 
Sega. Sony, however, proved that while it was 
unable to release a console system without a 
hitch, it could throw a good bash as 
thousands revelled at an East End TV studio, 
courtesy of the 
Japanese giant. 

November 


December 

All the players in the publishing world 
released their hopes for the Christmas 
number one in early December and then, as 
usual, the whole industry closed its doors for 
a few weeks of drunken festive frolics. If you 
want to know what game clinched the coveted 
Christmas top slot, check out the February 
issue of GDO! 


February 


Sid Meier, the brains behind Civilization, was 
getting the strategy world hot under the 
collar with a new game called Dinosaurs. 

Deep Red announced the development of its 
F.A.B. new Thunderbirds game. Classic PC 
game Battlezone was heading for the N64 and 
ahead of the Japanese launch of PS2, we 
revealed where you could get your hands on 
Sony's new beast. 


March 


The launch of the most eagerly 
awaited console in history 
finally took place in Japan. The 
land of the rising sun went PS2 
crazy, with customers lining the 
streets to pick up their 
machines. Nintendo threw 
itself into the next-generation 
arena by announcing the 
Dolphin - later renamed 
Gamecube - was under 
development. 


April 

Microsoft made a stand against Japan's 
domination of the console 
market by announcing it too 
would be throwing its hat into 
the next-generation ring with 
its mega-hyped Xbox. 

Meanwhile, it was all change at 
GDO, as tyrannical 
megalomaniac James Kelly took 
over as editor of the magazine, 
and immediately moved mag 
operations to a massive 
subterranean bunker, located 
500ft below Birmingham's busy 
boulevards. 


June 


It was the E3 issue and, 
while most of the staff 
remained in the bunker, a 
few intrepid reporters 
jetted off to Los Angeles 
to bring you the low-down 
on the industry's biggest annual event. Sony 
announced the launch date for the PS2 - how 
we laugh now. Eidos flaunted the gorgeous 
Lucy Clarkson as their new Lara Croft model. 
And Daikatana head-honcho John Romero hit 
back at critics (i.e. everyone) of the super- 
naff first-person shooter. 


July 


Id announced it was going to make an 
updated version of the classic first-person 
shooter Doom. 
Activision announced 
classic FPS Wolfenstein 
3D was coming back 
with Return to Castle 
Wolfenstein. Sega 
president Shoichiro 
Irimjiri announced he 
was retiring. And 
Looking Glass studios 
bowed out of the 
development arena too. 
But with the last throw 
of the dice, Sony 
announced it was to 
revitalise its benchmark console with the 
release of the PS One. 


August 


John Carmack, head programmer at 
Id, made another appearance in GDO 
declaring he was backing the Xbox. 
SCI revealed a game based on Michael 
Caine's Italian Job and The Blair 
Witch (incredibly unscary) games 
were also put into development. And 
Britsoft developer Rebellion 
announced it was planning to 
revitalise its own public enemies 
with the purchase of comic 2000AD - 
the home of Judge Dredd. 


Diablo II was declared the fastest selling PC 
game ever, with over Im copies sold in the 
first week. Xbox development kits were 
dispatched with plans for 100 developers to 
have them by the end of summer. Finally, 
Sony missed its planned UK release date for 
PS2 - surprise, surprise - 
and had to delay the 
launch of the PS2 until 


November 24. 


With all the expected 
pomp and ceremony, 
PS2 finally made it to 
the UK. And not 
wanting to miss out 
on next-generation 
fever, Nintendo 
reminded people it 
was going to be lord 
of the show at next 
year's E3, with hands- 
on demonstrations of 
the Gamecube. 
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CHSaTS 

I t was the best of cheats, it was the 
worst of cheats. It was the age of 
vulnerability, it was the age of 
invulnerability. It was the epoch of all 
weapons, it was the epoch of 
harmlessness. It was the season of 
visibility, it was the season of invisibility. 
It was the spring of life, it was the winter 
of death. We had everything before us, 
we had nothing before us. In fact these 
cheat codes for 'Damn you to Dickens' 
weren't working properly - but these do. 



Tony Hawk's Pro Skater 2 - PSX 

During the game, pause and hold LI. With LI 
held, enter in the following codes: 

To increase all of your stats to ten: 

X, Triangle, Circle, Square, Triangle, Up, Down 

To be able to do specials all the time, tap in: 

X, Triangle, Circle, Circle, Up, Left, Triangle, 
Square 

To make the game run 25 per cent faster: 

Down, Square, Triangle, Right, Up, Circle, 
Down, Square, Triangle, Right, Up, Circle. 



star Trek; Voyager: Elite Force - PC 

CHEAT MODE 

To bring up the console, type while playing. 
Type "sv_cheats 1" in the console to activate 
cheat mode. Then type any of the codes below: 
Code Result 

god God Mode 

noclip No Clipping 

undying 999 Armor, 999 Health 

cg_thirdperson 1 3rd Person View 
notarget Invisible to Enemies 



Ultimate Fighting Championship 
- DC 

In career mode, create your own wrestler and 
name him: Best Buy. You must capitalise the B 
in each name. Naming your character this will 
give you 999 skill points to use as you wish. 



Blair Witch: Rustin Parr - PC 

Hit FIO and enter the following cheats: 


Code 

IWORKFORGOD 

GETINTOMYBELLY 

GIVEMEFAITH 

N0D3D 

BURNYOURASSOFF 

MEETMYPALTOMMY 


Result 

God Mode 
All Weapons 
Restore Health 
Invisibility 
Get Flamethrower 
Get Tommy-gun 



Gunman Chronicles - PC 

start the game using "gunman.exe -console". 
This will let you access the console using 
key. You may have to type "sy....cheats 1" in 
console first. The following commands are 
available in console: 

/GOD God mode. 

/NOCLIP Walk through walls/fly. 

Retype them to switch the cheat off. 



Tapper was an excellent game from a time 
when software asked you to do more than 
blow someone's face off with a shotgun 
or invade their land and pillage like there 
is no tomorrow. 

Tapper displayed the strife and intense 
experience that is bartending. The 
principle of the game was to keep the 
punters happy by keeping their glasses 
filled. Four bars stood in parallel and as 
customers appeared like pixilated Tom 
Cruises you had to provide them with 
beer. The difficulty came in reaching the 
appropriate bar, pulling the beer and 
sending it flying down to each advancing 
boozer before they reached the end of the 
bar. The customers would start to come 
thick and fast at each bar, providing you Tapper - a pint of your finest draft, stout yeoman of the bar 

with more of a challenge. Sending too many beers down a bar would and Root Beer Tapper in arcades. Or just simply as Tapper at home on 
result in a smashed glass and a lost life. your computer. 

The game came in various guises: Beer Tapper in bars, where it was Tapper was available on PC, Atari 2600, and C64 amongst others 
one of the first games to get a sponsorship deal - from Budweiser; and is available now on the PlayStation. 
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Every month we will give the reader who sends in the best 
letter a game of their choice*- so get scribbling! 

Write to us at Letters, Games Domain Offline, 435 Lichfield Road, 
Aston, Birmingham B6 7SS. Or email gdo@gamesdomain.com 
(remember to enclose your address) 

*prize games will be up to a value of £50 and subject to availability 


SYSTEM FAILURE 

Which one of these systems will make it: PS2, 
Nintendo Dolphin, Sega Dreamcast, or the 
Microsoft Xbox? 

Darren Wetherell 

Cleveland 



Hmmm.'At this early stage it's a little difficult 
to determine which of the next-generation 
machines will 'survive'. 

The Sega Dreamcast may be the least advanced 
of the three machines, but it can still hold its 
own, and has an extensive back catalogue of 
games. This Christmas could be the 'make or 
break' for Dreamcast though: bundling two 
games and a multi-region DVD player (see above 
pic) with the DC for £299 could turn out to be a 
marketing masterstroke. The PlayStation2, on 
the other hand, may be a Little difficult to get 
hold of initially, and the initial batch of launch 
titles aren't exactly what everyone expected. 

Give it time though. 

The Gamecube will appeal to fans of Nintendo 
games (Mario, Zelda, Metroid, Waverace etc.) 
while Xbox is more likely to appeal to PC owners 
who have been crying out for a uniform 
platform. Both companies will have huge 
marketing campaigns (especially Microsoft), 
while Nintendo already has an established user 
base. 

So to answer your original question Darren - 
it's really too early to say. We'll sit on the fence 
and say they'll all 'make it': just to varying 
degrees of success. 

Cheers, Matt 

matt@gamesdomain.com 

BLAGMASTER 

I bought my mum Perfect Dark on the N64 and 
she was over the moon. But when she whacked 
it in the console she found out she couldn't play 
the missions because she didn't have a 
expansion pack! See that's where you come in. 
Could you PLEASE send me an expansion pack? 
Thank you very much, 

John Baldwin 
Newark 

Erm..no. 

Cheers, James 

james@gamesdomain.com 


FOR REAL? 

Graphics are always being updated and many 
developers say on their games 'these are the 
most realistic graphics'. For some games, such 
as simulations like Fifa 2000 and Gran Turismo, 
I can understand drawing comparisons but my 
theory is that games shouldn't be judged from 
real life as, for instance. Resident Evil 3 has 
nothing to do with real life. 

Anit Wadhia 
London 



Dear Anit, 

You're wrong when you say "Resident Evil 3 has 
nothing to do with real life" - you couldn't be 
further from the truth... 

The events in Capcom's RE3 were actually 
based on a true story that happened in GDO's 
underground bunker. It was a damp, dreary 
Hallowe'en in 1979, and we were happily 
playing two-player Pong, when Mike, 
experiencing a variation of cold-turkey, left to 
get some beers from the local off-licence. 

After six-and-a-half hours we realised that 
something was up - Mike was nowhere to be 
seen! It turns out that he hadn't been able to 
resist the lure of famous Aston GDO watering- 
hole, the King Edward VII. To his surprise, the 
locals that night had mysteriously vanished and 
brain-sucking legions of the undead were 
propping up the bar. Before the zombies could 
take a swipe at Mike, he challenged them to a 
drinking game. This fit of madness turned out 
to be the wisest move of his career. You see, 
zombies are allergic to half pints of meths, 
Lucozade and Guinness chasers! Mike isn't: in 
fact, he quite enjoys them. 

You'd be surprised how many movies have 
been based on events in and around the GDO 
bunker. Dusk 'til Dawn, An American Werewolf in 
London, Caddyshack, Ghostbusters, Titanic - 
they were all based on real events that we have 
had the misfortune of experiencing! Impressed? 
Cheers, Matt 

matt@gamesdomain.com 


OCTOBER ISSUE COMPETITON WINNERS: The winners of the Six of the Best competition are: Richard Webb, 
Cheshire; Keith Riches, Essex; James Fleming, Cleveland; lain Hamilton, Cambridgeshire and Daisy Cham, Macclesfield. 
The winner of the Survey draw are Scott Morgan, Bristol; W. M. Rigby; Morecambe and Naomi Wright, Notts. 


Forum 


Star Letter 


WE'RE so GOOD 

I usually don't write to magazines but as 
Games Domain Offline is so good I couldn't 
resist writing you. I want to congratulate 
you for publishing reviews about the best 
games and publishing them before other 
magazines. Most of all I want to thank you 
for keeping the magazine free. I have got 
some advice for people out there who have 
old computer consoles (e.g. Mega Drives) 
to try and sell them now because in future 
they are not going to be able to sell them 
for even £2 (maximum)! As everyone 
knows, the consoles war has never been so 
fierce before with Sony, Nintendo, Sega, 
and Microsoft (in future) bringing new and 
better consoles out every year. We have 
got to try and keep up with today's 
technology. I have just sold my Megadrive 
for only £10 including two controllers and 
five games! 

Angad 

Essex 



jGet rid if you can - The Mega Drive ] 

Blimey Angad! You managed to get a 
tenner for a manky old Megadrive! I 
couldn't give mine away. Although it does 
highlight the transient nature of the 
console market. Only a few short years ago 
I came out of a shopping mall clutching 
my Mega Drive with pride. I couldn't wait 
to crank it up and try out the EA American 
Footie/Ice Hockey double-header that was 
bundled with the machine. Now 1 use the 
cartridge to clean the ice off my car 
windscreen and the console can be found 
acting as a door-stop in my kitchen. 

You're right about the impending console 
war though. By the time you read this 
some lucky souls will have a PlayStation2; 
others will be turning to Sega's Dreamcast 
for their Christmas entertainment and a 
good number of gamers will be keeping 
their powder dry, waiting for the Xbox or 
Gamecube to make an appearance. Then 
there's always the option of forking out a 
bit more and taking advantage of one of 
the increasingly amazing cheap deals you 
can get on a high-end PC. (If you need one 
reason for this option read our Escape 
from Monkey Island review on page 24.) 

It's gonna be a tough old market in 2001, 
that's for sure. 

Anyway, congrats on winning Star Letter - 
it was the gratuitous praise for the mag 
that swung it. Merry Christmas and a happy 
New Year 
James 

james@gamesdomain.com 
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If your family is anything like mine, you'll be scouring the pages of GDO with 
extra care this month, looking for the games most likely to keep you away 
from them for the festive season. So "yule" (snigger) be pleased to see 
there are some gems competing for your cash over Christmas and New Year. 
Sacrifice, Escape from Monkey Island, Counter-Strike, Gunman Chronicles; 
whichever style of game floats your boat, you'll have something to keep 
you away from endless turkey sandwiches and the bloody Queen's Speech. 
Joking aside, there are some seriously good releases on their way over the 
Christmas period. Maybe software companies have realised there's no 
substitute for quality? Though the ludicrous sales of Who Wants To Be A 
Millionaire would seem to suggest the public will buy any old tat in their thousands. So if this 
month's marks seem to average higher than in previous issues, don't worry - we haven't 
compromised our standards, there are just lots of good games around right now. Enjoy it while 
it lasts - after Christmas itTl probably be back to normal. 

Remember, too, after you've ploughed your way through this mighty extended birthday 
and Christmas GDO, our website will be updated right through the festive season - so 
if you're missing your usual dose of gaming-related news, previews and reviews, you'll 
find plenty there. Have a good one and send any feedback to: 

mike@gamesdomain.com. 
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STARSHIP TROOPERS 




experience. This allows them to become 
stronger, faster and more accurate fighters 
through upgrades in weapons and equipment. 

So, investing a little compassion in your team 
will allow you to become a stronger force. You 
might even get to like them, even if the 
graphics don't allow you to differentiate 
between your team's members. 

There are three squads with a maximum of six 
grunts in each for you to command. Of course, 
even with a full complement of 18 troopers you 
will feel undermanned when in battle. Weapons 
come in the form of rifles, for close combat, and 
missile launchers, for taking out bug holes. 

There are also capture devices so you can snare 
new bug types, such as the flying bugs, for the 
intelligence department to study. Binoculars and 
gas canisters can also be equipped for various 
effects on soldiers. 

Although the first night-time mission at 
Klendathu is a little easier than perhaps it 
should be, the atmosphere is impressive, if not 
quite as gripping as the film's. Your troops are 
seen moving their flashlights around, you can 
hear craft moving overhead and in the distance 
you can see plasma bugs shooting their blue fire 
at the starships overhead. This is all presented 
in crisp, but not fantastic, graphics. 

With this out the way it is time to get into the 
meat of the game You get to visit various 
worlds, including some that are human inhabited 
- outposts of people who have left the 
federation and bug-infested worlds. Despite its 
initial ease the game quickly picks up, but at a 
nice learning curve. Soon the bugs, which ignore 
you in the first few levels, are streaming in left, 
right and centre. 

Of course this amount of combat raises a few 


This is the troop deployment screen where you pick your gung-ho troops to be 
taken to the slaughter. Here you can see the various battle suits with which 
you can equip your team. 


• _ e cheered with joy when Hasbro 

announced it was making a game of 
W V the wonderfully satirical sci-fi flick. 
Starship Troopers. Our cheers faded somewhat 
when we heard it was going to be a real-time 
strategy game. 

However, because the game is closer to the 
book and about society rather than the 
individuals who are picked out in the film, the 
decision begins to make some sense. The game 
follows the book in terms of plot and style but 
the film has been the source for all things 
visual. 


At the start you are presented with a few 
training missions that are reminiscent of the 
film. These lessons teach you the basics of 
movement, formations and using weapons. The 
interface is very easy to use. A simple mouse 
and keyboard combination allows you to get to 
grips with the duties of command very easily. A 
set of icons on the sides of the screen allow you 


to access any 
order, the map, 
troop stats and a 
communicator for 
you to receive 
orders. 

Starship Troopers 
is a fully 3D real¬ 
time strategy game and looks very similar to 
Star Wars Force Commander. It has a floating 
camera, that allows you an unfettered 360- 
degree view of the squadron's surroundings. 

And, like Shogun Total War, you can only move 
it around your troops so 
the terrain up ahead is 
hidden from view. 

Once you have got to 
grips with controlling 
your troops, it's off to 
the bugs' homeplanet of Klendathu. You are first 
given a mission briefing, which tells you a little 
about the background of the planet, current 
situation of the world's forces and what you 
need to do to complete your mission. After the 
briefing it's off to the barracks to get your men 
picked and geared-up for war. Each soldier, if 
they survive missions, will be awarded 


“Your troops are seen moving their flashlights 
around, and in the dismnce you can see bugs 
shooting their blue Are at the starships overhead.” 


PIC ‘N’ MIX SOLDIERS 
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‘‘I only have one rule. Everyone fights, no-one quits. If you don’t do 
your job I’ll kill you myself.” Sadly Starship Troopers is based on 
the earlier book rather than the flesh-fest that was the movie. 


problems. You can't order your troops to move 
back and fire; they do on their own to a certain 
extent but stop after a few steps. The intense 
action of these fights makes it hard to separate 
troops and send them off in different groups. 

You can use waypoints to direct your troops but 
this leaves them at the computer's mercy. 

Another problem is the equipment. If a trooper 
with a capture device needed to complete some 
mission objectives dies it's game over; obviously 
troopers can't waste time looting other people's 
bodies. The other way to lose the game is for 
your character to die. Fortunately the 
developer, Blue Tongue, has realised that 
fighting bugs ain't easy. Should you die or lose 
important equipment, the game will give you a 
chance to either restart the mission or retry, 
continuing from where you died - you only have 
three chances to do this per mission. 
Inexplicably, though, the developers have 
decided not to resurrect your team should you 
opt for retry. So if you do lose that important 
equipment you carry on without it, making it 
impossible to complete your mission. Another 
downer, but reasonable enough, is you lose 
experience points on your troops if you retry. 

Despite its niggling problems the game is 
looking like it could be a roaring introduction to 
the real-time strategy genre. Simple to use, 
quite atmospheric and good use of set-pieces 
make the game a hot title for next year. 

We can't wait to sign up for duty. 
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The pursuit of bugs will take 
you through many varied 
terrains from snow and desert 
to populated cities. Along the 
way you have to cut up, blow 
up and gun down bugs left, 
right and centre. 
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A mong the recent rash of uninspired Sim- 
clones hitting the market, something 
rather more interesting has been in 
development in the urban wastelands of 
Milton Keynes. 

We first saw Monopoly Tycoon a year ago, 
when it was little more than an FMV clip, a 
promising engine, and a high-minded idea: to 
bring the city and business management genres 
right up to date. Since then, the game's 
developer Deep Red acquired the Monopoly 
licence from Hasbro, and work has been 
proceeding ever since. 

The bad news is, though, the game has slipped 
back to the early part of next year. However, the 
good news is this decision has been taken to 
allow the team to add some Internet multiplayer 
modes - so at last you'll be able to short-change 
your friends in true Monopoly style. 

The game consists of buying and selling 
property for development. Once you own a 
building, you can start a business there, or rent 
it out. Other players (each taking after one of 
the traditional Monopoly playing pieces) are 
competing with you and your businesses. Each 
block is named (and coloured) after one of the 
traditional Monopoly squares. Owning all the 
blocks in a specific colour group will give you a 
"monopoly" over those areas - letting you run 
them how you like, and evict any tenants 
competing with your stores. 

Monopoly Tycoon uses a custom 3D engine to 
display its city. This has many advantages - 
apart from the obvious benefits of being able to 
see easily the stores and facilities in an area, it 
also enables all kinds of graphical niceties and 


atmospheric and informative touches. As the 
game traces the evolution of its city from the 
1930s into the early part of next century, the 
buildings and people change appearance to 
reflect the fashions of the time. 

The game differs from the Sim City games in 
that it models the behaviour of each individual, 
rather than simulating the inhabitants' 
movements on a crowd level. Each person has a 
unique name, a set of likes and dislikes, and 
skill types which affect the kind of employment 
they look for. Each one has memory - they 
remember which city blocks they've visited 
before, what services they found there, and their 
opinion of them. Rather than having a vague 
"crowded street" tile like in other games, here 
you can relate to your customers on a personal 
level. You can even run advertising campaigns to 
increase your street-level awareness. 

Though the game bears the Monopoly licence. 
Deep Red is keen to stress it bears little 
resemblance to the board game. Tycoon certainly 
leans more towards games like Constructor, not 
to mention Sim City, and it will be interesting to 
see how this take on an established genre works 
when it's released early next year. 




i 
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CHARACTER 

PROFILES: 





Roma Atani, 
Ordos advisor. 
Clearly being 
throttled by 
some kind of 
furry Star Wars 
beast. 

Dr. Who appears 
in Westwood’s 
Dune, with an 
upside-down 
coat hanger 
stuck in his gob. 


Richard O’Brien, 
yesterday, on a 
sabbatical from 
the Rocky Horror 
Show. 


Specially 
defrosted from 
the Deep Space 
Nine past- 
characters’ 
freezer. 


W estwood has certainly been hogging 
some serious time in the spotlight of 
late. Not only is Red Alert 2's mega¬ 
success assured, but Westwood has also 
announced a brand new episode in their Dune 
real-time strategy franchise. 

Emperor: Battle for Dune is the first true 
sequel to the game that invented the RTS genre 
in the early 90s, Dune 2 and it marks a number 
of significant new landmarks for Westwood titles 
- the first being the company's first foray into a 
true 3D RTS engine. 

The game's producers, Chris Longpre and Brett 
Sperry (co-creator of the first Dune title), have 
stressed the 3D engine will first and foremost be 
a tool to improve the game's presentation. 
Practically, this means we can expect all the 
visual enhancements that new titles should 
offer, but not the more advanced uses of 3D, 
such as true line-of-sight. 

Emperor will once again give the player the 
option of leading one of the three households 
warring for control of the desert planet Arrakis, 
the only planet in the universe which naturally 
produces Spice Melange, an incredibly powerful 
and precious substance. Consisting of the "noble 
Atreides", the "evil Harkonnen" and Westwood's 
own creation, the "insidious Ordos", each family 
constitutes a very different host of units and 
tactics. While some units follow over from the 
previous games, there are plenty of new ones 
added to the batch such as the Atreides' 
Advanced Carryall, an air transport unit that can 
actually scoop up and carry any other unit on 
the map, including the enemy's. 

The most intriguing element of the units, 
however, comes with the introduction of "sub¬ 
houses." Instead of being limited to three static 


sides to choose from, the player also has the 
ability to ally himself with two of five other 
factions from the Dune universe. With such 
alliances, new units and technologies become 
available, adding greatly to the combinations of 
troops possible. The sub-houses include the 
houses Tlielaxu and Ix: arms dealers who could 
provide you with cloned zombie-type armies and 
advanced technologies respectively. There's also 
the Sardaukar, the warrior race who'll religiously 
defend your cause if you gain their respect. The 
infamous Fremen, native to Dune, can also be 
allied with, and The Guild, who hold a monopoly 
on the technology that utilities the power of the 
Spice to travel great distances instantly. 

Another admirably promising feature concerns 
the branching and dynamic campaign, the 
strategy involved in planning it, and the 
missions themselves. An inventive regression 
from older turn-based war games has been 
introduced (we were most reminded of the Risk 
board game), whereby ultimately your objective, 
is to dominate the territories on the map. 
Missions have little to no scripting, preset 
scenarios or triggers - they are entirely 
constructed based on your current map position 
and status and the challenges come solely from 
the computer AI. The player takes turns against 
the computer deciding which territory to invade; 
if you or your opponent is in control of 
neighbouring territories, that will affect the 
upcoming mission in terms of sporadic 
reinforcements being supplied. They also denote 
routes for retreat - indeed, some missions may 
not appear winnable, and unlike most RTS games 
where you'll be stuck on a linear path requiring 
successful completion of every level. Emperor 
will not treat failure or retreat as an obstacle. 
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Top Left - A refinery receives an influx of spice 
harvesters. 

Bottom Right - A nasty case of worms. 


recognised as a sci-fi classic. By the mind-bending genius of 
David Lynch, it scared the living daylights out of us as kids. It 
told the story of the deceit between the Emperor, Harkonnen and 
Artreides as they fought over the precious *‘spice” which allowed 


Because of this approach to dynamicaLly created missions, it opens an 
exciting opportunity for multiplayer by way of allowing cooperative 
campaigns. You can play the entire game in single player, or at any 
point, invite a friend to aid you for certain missions without disrupting 
anything (details here are also still being finalised.) 

The story will be on a pre-determined arc and won't be as directly 
connected to each mission that the player completes, unlike the 
Command and Conquer games. Instead, between-mission briefings will 
be handled with the much more flexible audio and text combination. 
Speaking of the story - well, we can't, because it's being kept under 
wraps, so there's little to tell other than Mike McShane plays the 
Harkonnen speaker and the Ordos character spent four hours in make¬ 
up to look horrific and sinister as a genderless being consumed by 
technology. [Sounds like a GDO staff writer - Ed.] 

A final interesting addition: the game is no longer restricted to the 
world of Arrakis. Battles will be taken to the homeworlds of the various 
households, including the lush and fertile valley of Atreides' planet 
Caladan (yes, a Dune game will actually have greenery!), the polluted 
wasteland of Harkonnen's Geidi Prime and the icy world of Ordos' Sigma 
Draconis. Terrains in the homelands will have varied effects on battles, 
including possible bonuses or advantages when fighting opponents 
from your home turf. 

Obviously, it's far too early to conclude with an outlook of the game's 
real calibre, but one thing is very clear: Emperor: Battle for Dune is 
incredibly promising and may just find that coveted middle ground of 
mainstream appeal but with enough innovations that will gain it 
appreciation from the hardcore community. 


navigators to fold space and travel without moving. Behind this 
deceit was the journey of Paul Artriedes and him eventually 
becoming the voice of God. Crazy! 
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drawn from the foreground to the 
horizon - unlike polygons which 
all have to be rendered at 
the same time. Because of 
this, the creators could 
put in almost as much 
detail as they 
wanted without 
risking slowing the 
game down. However 
the old voxel game engine was poor 
and meant the visuals of Delta Force 
1 and 2 looked like a bag of 
spanners. 

Delta Force: Land Warrior 
offers a much better graphical 
style than its predecessors, with 
a new 3D accelerated engine. 
Does this mean that the game 
now needs a ninja PC? Well, no: 
the game is still based on voxels 
but now the engine smoothes 
everything over and looks mighty 
fine. And it still runs like a leopard 
on a 333Mhz processor. 

If you want any more confirmation, 
it is still possible to pick people off 
from around 1,000 metres - which is a 
bit handy if you don't like eye-to-eye 
contact. Another big change in the 
game is its new character-driven edge. 
There are five veteran Delta Force 
soldiers, each with their own special 
abilities. Players step into the boots of 
each squad member as the team carries 


I want to be a soldier man; 1 want 
to go out in battle; I want to shoot 
people with big guns in the most 
realistic fashion possible. 

Welcome sir, to the world of 
Delta Force: Land Warrior. 

Anyone who gives a damn 
about their first-person 
shooters will know about 
Delta Force. First released in 
1998, the game brought a 
whole world of voxel 
technology to the 
foreground of computer 
gaming. The technology 
allowed developers to 
create vast tracts of 
land for players to 
run across. The 
reason it was 
able to do 
this is 
because 
voxels 


are 


out special operations, ranging from hostage 
rescue to sabotage to direct assaults on terrorist 
compounds. 

You can tell the veterans are a rough and 
tumble lot by their nicknames: Gas Can 
(explosives). Longbow (sniper), Mako 
(underwater demolitions). Pitbull (heavy gunner) 
and Snakebite (covert ops). If there is any 
remaining doubt that they are tougher than 
tough, they all have tattoos. 

War is all well and good, but if you don't have 
any weapons then it's like turning up at a stag 
party without a bag of booze. Delta Force Land 
Warrior was developed in conjunction with the 
US Army to help with training troops - a lack of 
wars has obviously meant they have to simulate 
their own. So, if there are any problems with the 
authenticity of the weapons, take it up with the 
President. 

The team comes packed out with a collection 
of weapons including the Barret M82A1 heavy 
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Above, an exclusive shot 
from the forthcoming 
“Empire Strikes Back” 
mission disk. (Joke!) 


sniper rifle, the FN mag Light support machine 
gun, the Heckler & Koch GI Light assault rifle 
and the MM-1 automatic grenade launcher. 

But a game with no gameplay is like a gun 
with no bullets. Fortunately Land Warrior has 
oodles for you. 

You can order your teammates around asking 
for cover, requesting assistance when the 
bullets start to get a little close and tell them 
on which side you want them to attack. It also 
feels nice to play: one mission is set in the 
bayou of Louisiana and has the look of Walter 
Hill's 1981 Army vs. outraged Cajuns flick 
Southern Comfort. It's dark, wet and very quiet. 

It's up to you to rescue some hostages and 
clear out the enemy. You can either hang 
around the water, doing your best impression of 


Charlie Sheen in Apocalypse Now or try and stay 
dry by using the small marsh islands. Delta 
Force: Land Warrior is full of suspense because 
it doesn't confine itself to all-out action: you 
can hang back and pick people off with your 
sniper rifle. Other missions require a heavy 
trigger-finger and a big gun. These missions are 
high on octane-fuelled adrenaline and body 
count. 

Land Warrior, with its mixture of action and 
stealth, realism and whole host of territories to 
shed blood over, could be a draw for those fans 
of the uber-popular Counter-Strike looking for a 
single-player game. 

It's the good-looking and more acceptable 
cousin of the Delta Force series. 
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psionics, a fear 
reinforced when many of 
ni y them use their powers 
^ t ^rn to crime. 

' :..lo comfe^t this, the 

Government creates 
the pN|t, a group of 
psionics who dedicate 
their lives to fighting 
the evils of the other, 
less law-abiding psionics. 

, For safety, the DNPC then 
^introduce the 'aggression 
[control chip' which detects 
when force is about to be used 
^ against an innocent and shuts 
' the agent down. You play Agent 
' Cain, one of the first agents to 
^ volunteer to have the control chip 
I implanted. 

You start out wandering around 
' the DNPC HQ and the game guides 
you in impressively gently. The 
] interface is pretty slick and easy to 
' learn but the camera plays silly 
^ beggars. Monolith have used a 
' floating camera, which makes it feel 
like it's attached to a mobile roundabout. You 
right-click and hold where you want your 


character to go but the camera always attempts 
to keep behind your character, which means it 
has to curve around. In turn, this moves the 
location of your pointer and makes the camera 
have to turn around even more. In short, it 
makes it impossible to walk in a straight line. 

Once you're used to the wibble-cam it's off to 
find and arrest one Priscilla Divine, the local 
baddie. The graphics, it has to be said, are really 
quite bland. Textures are dull, the resolution's 
nothing special, characters are chunky to^y 
the least and Agent Cain walks like he was John . 
Wayne in a past life. It's not bad - just dull, and 
in a world full of chocolate hob-nobs, digestives 
just can't cut it. The dialogue is poor and it's 
not made any better by Ice-Ts acting. He's only 
got one tone of voice; it sounds like he's got a 
cold and he's so wooden he could be coated in 
Cuprinol. 

Sanity is fairly freeform and gives you a 
reasonable feeling of freedom. The puzzles range 
from object-hunting, through block-shifting and 
maze-wandering. They also range from difficult 
to insanely difficult. The clues, when clues are 
given, are abstract to say the least. In fact, in 
some cases you don't even know what you're 
supposed to do, let alone how to do it. 

What's also annoying is the repetitive nature 
of the gameplay. A lot of the puzzles involve 
collecting items, which means you'll have to go 
through the same area a few times over. The 


here Is, apparently, an i 

H P alternate universe to ours. \ 

There are no wars, everyone gets 
along with everyone else; there Is no 
starvation and everyone leads healthy, 
productive lives. Hell has also frozen over, 
and casting a bad-assed rapper as the lead 
character In an adventure game Is a really 
good Idea. 

Sanity: Aiken's Artifact is a cyberpunk-type 
adventure starring none other than Ice-T. Why 
Ice-T? Bundles of cash in brown envelopes 
would be our guess. The plot revolves around Dr 
Joan Aiken who helps to unearth an artifact in 
the Middle East in 2028. The information 
contained in this artifact helps Dr Aiken realise 
her lifelong dream - to unlock the unused 
portion of the human brain. Aiken developes a 
serum that gives her patients psionic (mind) 
powers but the public come to fear these new 





K.BftjEidr'e. 


Sysqo’a. latest Top of the 
Pops^aimearaiice^was a"^ 
^^pS^j^^lar success 
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min: PII-266, 32 MB RAM 
GDO SUGGEST 3: 


PII-366, 64MB RAM 


■ PUBLISHER: FOX INTERACTIVE 

■ deueloper: MONOLITH 

■ release: out now 


GD ONLINE: 

\vvM.gamesdomain.co.uk/gdreview/zones/reviews/pc/octOO/sanity.html 


+ Psychic spells are 
good 


- Loopy camera. 


problem is that the same enemies will appear to 
attack you in exactly the same spot again, and 
again, and again. You know precisely what's 
going to happen, which enemies are going to 
appear and how to fight them. They even try to 
make a joke out of it with Cain saying: 'Not you 
again!' If the developers know it's annoying, 
why haven't they done anything about it? 

Fighting the enemies is actually quite fun, but 
it's more a case of using the right talent at the 
right time than any innate combat skill. In fact, 
these talents are probably the only good part of 
the entire game. Each talent costs a certain 
amount of sanity (read: mana) to cast and does 
so much damage, or it provides a shield or 
special ability. 

Unfortunately everything else is well below 
standard. The multiplayer is tedious and won't 
keep you occupied for the best part of ten 
minutes, let alone hours. The single player is 


inconsistent: if you fall 10ft into some 
roadworks, you die, but it's OK to drop 100ft 
through a trapdoor. You carry a mobile phone 
around but if you try to phone your boss she 
has nothing to say, if she even answers at all. 
But worst of all has to be the aggression 
control chip. It's supposed to stop you harming 
innocents but instead it interferes with the 
gameplay. Because there's only a tiddly little 
icon to remind you there's a spell active it's 
easy to end up blowing people to smithereens 
when you just wanted to ask about the nice 
fountain down the road. 

Unfortunately these drawbacks detract from a 
game that certainly gives the player plenty to 
go at. The bland graphics and repetitive 
gameplay are compounded by bad voice-acting 
and a feeling of predictability. The spells are 
good, though, but they aren't enough on their 
own to warrant recommending this title. 


- Predictable 


■ Terrible scripts and 
voice-acting. 

■ Bland graphics. 

• Dull multiplayer 
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unspeakable insult power. Once you 
have the talisman, you face off 
against your greatest enemy in Monkey 
Kombat (like Mortal Kombat but with more 
monkeys). The exotic, and often hilarious, 
locales you'll visit include the International 
House of Mojo, The Palace of Prostheses, 

Planet Threepwood, 

StarBuccaneers, and the 
SCUMM Bar. Of course, 
you'll also have to visit 
and (ahem... 
melodramatic announcer 
chimes in) Escape from 
Monkey Island! 

Probably the most 
striking difference 
between EMI and its 
predecessors is 
its visual 
presentation. 

Gone are the 
old two- 
dimensional 
graphics of 
previous Monkey 
Island titles. 

Characters and 
environments are, 
instead, rendered in full 
3D thanks to an 
enhanced version of 
Lucas Arts' Grim Fandango-based 
GRIME engine. The incorporation 
of 3D graphics enhances gameplay ' 
without becoming intrusive. 

There’s no way you'll mistake EMI 
for a first-person shooter. 

EMI's puzzles are similar to 
many other titles in the graphic 
adventure genre. Most of the 
challenges you face are solved by 
employing the appropriate item 
from your inventory. Inventory 
items are collected throughout 
the game. Some are strewn about 
and need only be picked up. 

Other items can only be acquired 
from other characters and require 
you to solve some other puzzle in 
order to receive them. One of the 
most enjoyable aspects of this type of 
puzzle solving is figuring out how 
to use certain objects in an 
unorthodox way. While the use 
for some items might be fairly obvious (using a 
key on a lock, for example), the fun comes in 
when you have to figure out that you can 
construct a helicopter by combining an electric 
fan, tire swing and roll of chicken wire to escape 


SCIPEFROM 
MONKEY ISIJUO 


A vast! Looking for the perfect Christmas 
gift for that discriminating pirate 
wannabe on your list? Well, look no 
further than Lucas Arts' new swashbuckling 
adventure. Escape from Monkey Island. 

EMI is the fourth instalment in Lucas Arts' 
award-winning Monkey Island series. In this 
adventure, you once again assume the role of 
Guybrush Threepwood. The plot of EMI picks up 
where the previous game. Curse of Monkey 
Island, left off. Here's a quick synopsis of events 
at the outset: Guybrush and his new bride, 
Elaine, return home to Melee Island from an 
extended honeymoon only to find out that 
Elaine (the Govenor) has been declared dead, 
her mansion is in the process of being 
demolished, a wealthy Australian land developer 
is buying up the entire tri-island area, and a 


“EMI contains a veritable wealth 
of the wry humour, witty repartee, 
and lust plain corny iokes” 


rival politician named Charles L. Charles is about 
to be elected governor in Elaine's stead. In order 
to set things right, you must assemble a crew of 
pirates, embark on a voyage, and encounter 
many perils along the way. 

Sounds serious but, as anyone familiar with 
previous Monkey Island titles will be aware, 
comedy is the cornerstone of the series. The 
misadventures of Guybrush and his pals contain 
a veritable wealth of the wry humour, witty 
repartee, and just plain corny jokes that fans of 
the series have come to expect and love. 

Guybrush Threepwood is not exactly what 
you would call the Errol Flynn type. He's a 
well-intentioned, loveable, yet bumbling, 
pirate wannabe. The characters you 
encounter in your journeys are often 
over-the-top and you'll find yourself 
in many outrageous, side-splitting 
situations including competing in 
insult arm-wrestling and 
insult sword fighting. In 
fact, halfway through 
the game your goal 
ultimately 
becomes to 
locate the 
ultimate 
insult: a 
talisman 
with 


- . t 

.-'if . y. 
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mt very well 


from an 
erupting 
volcano. 

(I just 

made that example up... 
don't look for it in the game.) 

Our only concern was that, like 
many adventure games, a few of 
the solutions in EMI are slightly 
obscure. We only got hopelessly 
stuck and had to resort to 
seeking a hint on one occasion, 
though. Even then, once the 
solution presented itself, we 
realised it should have been 
fairly obvious what the one 
missing critical ingredient was. 

Our advice: if you get stuck, try 
using everything in your 
inventory on every object you 
see and try combining all your 
items as well, no matter how 
remote the possibility that it's 
the correct action. Taking this 
trial and error approach 
shouldn't be necessary too 
often, though, as the puzzles in 
EMI are well thought out (not to 
mention typically humorous). 

Escape from Monkey Island is sure 
to be a hit with those gamers 


already enamored of the series. 

The appeal of this title isn't limited to 
established fans only however. Newcomers to 
the Monkey Island adventures will find plenty to 
like as well. This comic farce will leave you 
rolling in the floor with laughter and provide 
hours of enjoyment, a healthy dose of good- 
natured, unadulterated fun, and more monkeys 
than every other game in the series combined 
(and, yes... that's a lot of monkeys!). If you're 
in the market for a whimsical, entertaining, and 
refreshing change of pace from mainstream 
shooters, slashers, and various other intense 
games, you can't do much better than Escape 
from Monkey Island. 


min: P200, 32MB., 3D CARD 

GDO SUGGESTS: 

PII-B33. 64 MB, 3D CAR-0 

■ fi»JBLISHER: ACTIVISION 

■ deuel.oper: LUCAS ARTS 

■ RELEASE: OUT NOW 

GD ONLINE: 

www.gamesdomain/gdreview/zones/reviews/pc/novOO/monkey.html 

+ Great humour! 

+ Challenging and 
enjoyable puzzles. 

+ Monkeys, monkeys, 
monkeys! 

- Difficulty of navigation S 

while running. ^ 

Q. 

- Obscure solutions to a o 

few puzzles. g 
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W estwood isn't exactly a name 
people associate with 
innovation: Command & 
Conquer games, in the past, have 
followed the same recipe. 

With a few units and a battlefield with 
scattered resources at your disposal, you 
build a base, harvest these resources, and use 
funds thus gained to construct an army. 
Somewhere else on the battlefield your 
opponent is doing the same. It's a simple 
formula, and a much-imitated one. But while 
other developers have been keen to expand on 
the theme, adding everything from 3D graphics 
to first-person perspectives, Westwood has 
always remained true to its retro roots. 

So it's little surprise to find that Red Alert 2 
follows the tradition of ignoring recent 


developments in real-time strategy games and 
delivering the same pacy gameplay the others in 
the series offered. No flashy 3D graphics for Red 
Alert 2; no fog of war, no multiple mission paths 
in single-player - not even a rotateable 
isometric view like Sim City or Rollercoaster 
Tycoon. And to be fair, the previous games have 
always been well-received and excellent sellers. 
Why change a winning formula? 

However, it would be wrong to say there's 
nothing new in Red Alert 2. As always, the pre¬ 
mission briefings are excellent - starring a cast 
of professional actors, they add spadefuls of 


“Westwood has produced a 
competent, if uninspired, sequei” 

character to the game. They can also help to 
offset the inevitable repetitiveness of the single¬ 
player game by encouraging some personal 
involvement with the protagonists - this only 
works if the production is first-class, and it is. 
Tanya - an old favourite from past Red Alert 
games - makes a welcome return, armed with her 
usual pistols and C4 explosive. Her flesh-and- 
blood appearance will probably be the cause of 
many sweaty palms. 

For the first time you can now battle around 
real places and buildings - sounds like a small 
point, but gives the single player campaign a 
greater sense of personality. In the opening 
Allied stage the American forces must defend 
the Statue of Liberty from Soviet attack, while 
in the first Russian mission you're going after 
the Pentagon. Later missions involve landmarks 
like the World Trade Centre, and there's a great 
urban multiplayer map based around the Alamo. 

All the structures can now be repaired by 
specialist engineering units, and the various 
skyscrapers and office blocks dotted around 
many of the maps can be occupied by infantry. 
They will fortify them and provide fire from the 
windows - a few of these dotted around the map 
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Same old Red Alert? 
Well, yes, but if you're 
not already heartily 
sick of the whole 
shebang by now, you'll 
get a lot of fun out of 
Red Alert 2. As these 
shots demonstrate, 
there's no shortage of 
action and explosions. 


makes a good way to soften up incoming enemy 
forces before they reach your base. 

An attempt has also been made to vary the 
races in multiplayer - each of the nine 
nationalities available in multiplayer has a 
specific, specialist unit available to it. The 
British get a sniper unit, with a rifle similar to 
the weapons carried by commando units in the 
past. The Cubans get a terrorist, a kamikaze 
human bomb. Each has its strengths, although 
the selection of other units remains the same. 

Other new units include dolphins and giant 
squid to spice up the naval battles, time¬ 
warping Chrono Legionnaires (which erase 
enemies from history) and the Soviet's Kirov 
Airship: a powerful but slow-moving and 
vulnerable dirigible, which carries a cargo of 
devastating bombs (and, unopposed, will wipe 
out most bases in minutes). Also worth a 
mention is the Allies' new one-man ARC, which 
changes its weaponry to match the armament of 
its passenger - so placing a sniper unit in one 
makes for a long-range and potent anti-infantry 
vehicle, not something seen in C&C games in 
the past. New structures include the familiar 
nuclear missile silo and the tremendously 
powerful (perhaps too powerful) Allied weather 
generator, which creates devastating 
thunderstorms over a large area. 


Although units gained in ability with 
experience in Westwood's last real-time strategy 
game Tiberian Sun, the effect has become faster 
and more pronounced. A little time guarding 
your base will toughen up your tanks nicely, 
and with a little repair they'll make a good 
spearhead for your next assault. 

Multiplayer options remain largely unchanged 
from earlier incarnations. Matchmaking is still 
via the Westwood online servers, and with the 
popularity of the series you can expect to have 
little trouble finding a game 

The fact that Red Alert 2 made its promised 
release date indicates what is evident here: that 
not much beyond superficial artwork changes, 
some video clips, and a lot of playtesting and 
balancing has gone into producing this title. 

In spite of this, the established Command & 
Conquer fan will be pleased to find the old 
magic lives on. Despite being shallow, simplistic 
and old-fashioned. Red Alert 2 is polished, well- 
balanced and even more fast-paced than the 
previous games; it's also perfect for the real¬ 
time strategy novice. If you know what to 
expect, you won't be disappointed, and though 
Westwood has continued to milk its successful 
concept for all it's worth, it has produced a 
competent, if uninspired, sequel. 


HIN: PII-266, 64MB RAM 

GDO suggests: 

PII-266, 64MB RAM 

■ publishlr: ELECTRONIC ARTS 

■ OEUELOPER; WESTWOOD 

■ RELEASE: OUT NOW 

GD ONLINE: 

www,gamesciomain.co.uk;gclreview/zonesTeviews/pc/nov00/ra2.htfnl 

+ Graphics clean, but 
basic 

+ Old magic still lives 
on 

+ Well-produced FMV 
adds personality 

+ New units are fun 

- Lacks strategic depth 

- Little to no innovation 

- Won’t appeal to 
strategy hardcore 


www.gamesdomain.co.uk Review 27 


WORDS: MIKE SMITH 















COUNTER-STRIKE 




M any games come and go here in GDO's 
underground bunker. So it's kind of 
ironic that one of the best and most 
enduring has only recently become a 
commercial offering. Counter-Strike is a 
modification for enduring first-person shooter 
Half-Life that was developed by a team of 
fans and has proved so popular it has now 
become a stand-alone product. 

First things first. If you already own Half-Life, 
Counter-Strike is available for free download - 
you can find it on Games Domain's brand new 
Multiplayer Zone. If you don't have Half-Life, it 
might be worth buying it for the outstanding 
single-player experience it offers - this version 
contains only the multiplayer components of 
Half-Life and its expansion pack. Opposing 
Force. 

Counter-Strike is consistently the most widely- 
played online game there is, boasting, at any 
one time, more players than Quake III, Unreal 
Tournament and Tribes - combined! It is team- 
based, and set in modern-day levels with a 
range of weapons straight from real life - if your 
real life happens to be in a SWAT team or 
international terrorist organisation, that is. Each 
of the inspired maps has its own set of 
objectives, ranging from planting a bomb to 
protecting a VIP as he makes his way to a 
helicopter. Bullets can penetrate flimsy objects, 
and locational damage makes head-shots deadly 
with almost any hit. The terrorists and SWAT 
teams each have different weapons from which 
to choose, bought at the start of a mission with 
cash earned by killing opponents or completing 
objectives. 


Shooting fellow team members is frowned 
upon, to say the least. Some servers turn 
"friendly fire" damage off, but one of the first 
skills to master in Counter-Strike is telling friend 
from foe at a distance as ammo is limited, and 
it's a shame to waste it on your mates. 

Lag is always an issue with multiplayer games 
in the UK - but thanks to cunning client-side 
shot prediction it is less important with 
Counter-Strike than with many other online 
games, despite most Counter-Strike matches 
containing around 15 players. An ISDN or cable 
connection will improve your play, but it's 
perfectly possible to get excellent results with a 
56k modem - especially if you use a dedicated 
gaming ISP. 

It seems only fair to warn you about the 
consequences of playing this game. No - the 
semi-realistic depictions of armed combat won't 
make you want to go out murdering teenagers, 
but your social life (not to mention your phone 
bill) will suffer. You'll lose friends as you bore 
them with your tales of that time you killed 12 
terrorists in two rounds without dying, and got 
kicked off the server for "cheating." And watch 
out if you go on holiday - you'll start planning 
your entry route into the 747 as you wait by the 
gate, reaching for a smoke grenade as you 
board. Counter-Strike is one of those games that 
doesn't let go. 

So if the 82Mb Counter-Strike download makes 
you choke, go and buy this game now. If not, 
buy the Half-Life/Opposing Force double pack 
and get the Counter-Strike mod from Games 
Domain. Either way, you're in store for the best 
multiplayer gaming experience ever. Bar none. 


HIN: P-133, 24MB RAM, MODEM 


GDO SUGGEST SJ 
Pll-233, 64MB RAM 


■ PUBLISHERJ SIERRA 

■ deueloper: VALVE 

■ release: out now 


GD online: 

www.gamesdomain.co.uk/multiplayer/counterstrikeJndex.html 


+ Most fun you can 
have online 


+ Thriving community 
provide plenty of 
involvement 


+ Inspired maps and 
weapon balance 

+ Wide range of 
objectives and map 
types 

- Can be tricky to learn 
at first 


- Dangerously addictive 
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SUPERSTARS: EACH WITH THEIR OWN SIGNATURE MOVES ■ EXPAtoED CREATE A W SUPERSTAR 
• ALL-NEW VENUES; THE PARKING LOT, THE VIP ROOM, •ALL-NEW STORYLINES 

THE DRESSING ROOM, AND EVEN THE '^NEW YORK • SUPERSTAR VOICE-OVERS 


TIMES SQUARE 

1-NEW GAMEPLAY MODES: INCLUDING LADDER , 


CREATE A PAY-PER-VIEW EVENT 


TORNADO TAG TEAM, HARDCORE, CASKET AND HELL IN A CELL MATCHES. 


www.smackdown2.co.uk 
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THQ and the THQ logo are trademarks and/or registered trademarks of THQ Inc. All rights reserved. ' 
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GUNMAN GHRONKIES 


I 




GUNS GALORE 

Gunman Chronicles features many 
lovely weapons to tear up scenery and 
enemies. We take a look at three. 


30 Review www.gamesdomain.co.uk 


G unman Chronicles is a bit 
of a rags-to-riches story and 
proof you don't need a million 
dollar studio to create a good game - 
just a decent engine and some 
dedicated and inventive people. 

Game developers 
RewoLf met each other 
over the Internet and 
developed Gunman 
from their own homes. 

The team never shared 
an office while they 
worked on the first-person 
shooter mod which was then 
signed by Sierra for release. 

This addition to the Half-Life 
stable sees you in the role of a 
Gunman - a cowboy-style law- 
enforcer from the western spiral of 
the galaxy. You have survived the 
great battle of Banzur Prime against 
a group of vicious aliens but the 
showdown resulted in the loss of a 
great man, simply known as The 
General. It is up to you to lead your 
troops and eventually go it alone against 
aliens, rogue gunmen, robots and 
dinosaurs; it's definitely a game for six- 
gun lovers. 

Gunman begins brilliantly with homage to 
the intro of Half-Life. Travelling along in a 
lift in a space-station, you are introduced 
to the style and show of Gunman which 
still looks dynamite despite the Half-Life 
engine's age. Rewolf has put in some 
mind-bending stuff, with people walking 
along ceilings and walls. 

Then it is into the mission briefing. A 
distress beacon signal has been picked 
up on an uninhabited jungle planet. It 
doesn't take long to find out that the 


teeming with things that 
live by the motto "kill or be killed!" 
Pretty soon it's all out in the open. The 
General has turned sides - after being 
left for dead on Banzur Prime - and has 
been creating a force of dinos and 
gunmen to kick ass with. 

While Half-Life was a very 
thoughtful game. Rewolf has given 
Gunman a shot of adrenaline. 

The action is fast-paced and 
you will often find yourself 
surrounded by enemies and 
screaming for mercy. 

Fortunately for you 
Rewolf didn't forget to put 
weapons in. In fact they 
have put a new twist on 
weapon usage. Every 
weapon has multiple firing 
modes that can be changed using the 
mouse wheel and right button. For 
instance, the hand pistol can be 
changed from pulse, rapid, charge 
and sniper mode. Even the explosives 
can be adjusted: you can change their timer 
settings, what triggers them and what kind 
of blast they will give. 


































on the first planet Looks great. Anyone who has 
doubts about mods being released at retail 
should really check the wonderful animation 
that has gone into these creatures. 

The only thing that really Lets it down is the 
way it is so closely tied to Half-Life. It 
becomes apparent to anyone who has played 
the game which monsters have had new skins 
put on them. The set pieces, while great, are 
also familiar and gamers who have played Half- 
Life to death may feel the strange sensation of 
deja vu. And, much like Half-Life, it is a 
necessity to quick-save and load regularly but 
these are standard things on FPSs nowadays. 
Unlike Half-Life, however, the story can be a 
Little weak, with the revelation of the General 
turning coming a little too early in the game. 

However, if you thought Half-Life was a bit 
slow for you then you should definitely check 
this one out. Its fast-paced, adrenaline¬ 
pumping action and wicked set-pieces hit the 
mark when it comes to fun. Let's just hope 
that familiarity doesn't breed contempt. 


MIN? PII-333, 32MB RAM 

Pii-333, 64MB RAM, 3D CARD 
IB PUBLISHES?- SIERRA 

ftc OEUEt.apf r-ii.R EWOLF 

SRELEi^nL: DECEMBER 8 

HO OE'ILINE: 

www.gamesdomain.co.uk/gdreview/zones/previews/novOO/gunmanscr.hfml 

+ Great weapons 
Fast action 

+ Cool, cinematic set- 
pieces 

~ Probably too familiar 
for Half-Life fans 

- A little too tough 


Rewolf hasn't stopped there. Difficulty levels 
affect the power of the enemies and also the 
puzzles. Opening a door on the easy level is, as 
you would expect, easy and on the hard Level it 
will require the solving of a little puzzle. This 
makes the game more appealing for newbies 
and hardcore gamers. 

Once again, the Half-Life engine AI is superb. 
Each monster class has its own way of dealing 
with a fight: dinosaurs will charge into you 
hoping to get a quick kill; gunmen will retreat 
and use cover; robots have a tendency to stand 
their ground and hope that metal is mightier 
than skin. Even on normal difficulty these guys 
can prove a challenge: on hard it is for rough 
and tough gamers only. 

One thing that set apart Half-Life from the 
glut of FPSs was the cinematic-style set pieces. 
Gunman has these in abundance. Massive 
creatures will battle it out and, once one wins, 
it will come after you. A massive diplodocus- 
type creature will attempt to bite your head off 
and the initial wiping-out of the gunman squad 
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SAcnmcE 




More freak weather conditions h|r^outhern England 


I n a year filled with derivative sequels and 
games that follow the pack. Shiny's new 
title Sacrifice has come along to shake up 
your conception of strategy and action 
gaming. Borrowing the best elements from 
several genres (including role-playing). 
Sacrifice is certainly the most imaginative 
game of the year. It's also superbly 
entertaining. 


■ Sacrifice puts 
you the role 
of a wandering 
. wizard. Your 
( character (whom 
1 you see from a 
W third-person 
perspective) has the 
ability to summon creatures to 
fight for him (or her), cast all sorts 
of spells, and generally behave in a 
wizard-like fashion. Your power is 
dependent on your altar, of which 
each wizard has only one. As long jvl^H 
as your altar remains intact, you Bk. 
have a sort of immortality, and if 
you are killed you need only 
regenerate your health and magic power to a 
certain level in order to reappear. You cannot 
cast any spells while in this ethereal state, so 


TREMENDOUSLY 


POLISHED 


Screenshots don't do Sacrifice's 
world justice. It's presented with 
more smoothness than the 21st 
Annual French Polisher's Convention. 


Persephone, the 
goddess of Greenpeace; 
and Stratos, the god of mind- 
altering drugs. As a result, 

Stratos is the office favourite, 
but they all have their good 
points. Each god has different 
creatures and slightly different 
spells, although all of the spells 
have the same general effects (ranged attack, 
mass destruction, special ability) and the 
creatures follow the basic types described 
previously. The different gods really add to 
the game in the campaign, where their 
personalities form the basis for an 
interesting story pushed along by some of the 
best voice acting ever heard in a computer 
game. 

Sacrifice's whole story is told as a flashback, 
with cutscenes rendered using the game engine. 



it's definitely to 
your advantage to 
find a power 
source and return 
to physical form as 
quickly as possible. 
Permanent 
banishment occurs 


Those whose tastes run to the slightly 
adventurous will he hard-pressed to find 
a more imaginative game this year. 



V 


only if someone . . . 

manages to desecrate your altar. Altars thus 
serve as a home base to be protected at all 
costs. 

In any given scenario, a wizard serves a 
particular god. There are five in the game: 
Charnel, the god of suffering; James, the god of 
earthworms; Pyro, the god of burning stuff; 


The gods are constantly quarreling, and as you 
hear their threats and entreaties you appreciate 
just how much work went into creating such an 
immersive background and story. In each 
scenario you have the opportunity to choose 
which god's plea for aid you'll answer at any 
given time. Depending on your choices, certain 
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subsequent paths wiU become closed off, and 
you'll eventually go down the path of either the 
good guys or the bad guys. 

Spells in Sacrifice require mana, which 
emanates from mana fountains as well as from 
your altar. The key to staying well-supplied with 
spell power is control of mana fountains. Any 
wizard can draw mana from an unclaimed 
fountain, but you can create a Manalith 
structure on a fountain, making it a source for 
you only. Unless you're in close proximity to an 
altar or Manalith, you'll need Manahoars, small 
creatures that have no combat value but with 
mana-transmitting abilities essential for keeping 
you supplied with a steady stream of magic 
power. Without mana with which to cast spells, 
you're a dead wizard walking. 

The other component to combat is the 
summoning of creatures. Creatures are 
essentially divided into flying, ranged attack, 
and melee types, and each God has a set of 
three basic creatures available. As a wizard 
attains higher levels, more creatures will 
become available for summoning. Clever use of 
certain creature combinations can be quite 
powerful. 

In order to summon creatures, you need to 


imbue them with souls, which can be harvested 
by simply moving your wizard over them, or, if 
they previously belonged to the enemy, by 
Sac{rifice) Doctors summoned with a Convert 
Soul spell. 

The graphics in Sacrifice are absolutely 
stunning. The textures, light maps and 
animations are all superb, but most striking is 
how everything is put together to create a 
really vibrant fantasy setting. Each spell or 
summoning is accompanied by expressive 
animations by your wizard as well as 
tremendously well-acted incantations. The 
terrain ranges from gloomy to forbidding to 
desolate to expansive - the world of Sacrifice is 
one of islands floating in space, and the sheer 
drops at the "edge of the world" combine with 
some dizzying peaks to create a feeling that 
has to be experienced to be believed. The 
screenshots don't do it justice. 

Sacrifice might be just a bit too foreign for 
some players, but those whose tastes run to the 
slightly adventurous will be hard-pressed to find 
a more imaginative, intense, engaging game 
released in 2000. 


HTN: Pil-300, 64 MB RAM 
GDaf^iJGGEST^iJ 

PII-450, 128MB, FAST 3D CARD 

■ VIRGIN 

■ SHINY 

■ REL'EAS- OUT NOW 

GO Q^lsXNE: 

www.gamesdomain.co.uk/devdiaries/1 1 .html 

+ Intriguing game 
concept 

+ Engaging solo 
campaign with good 
story 

+ All aspects superbly 
polished 

+ High replayability 



- Somewhat awkward 
view and controls 
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W hy does playing the role of an 

assassin appeal so much? Maybe it's 
the chance to look moody, dangerous 
and smoke copious amounts of cigarettes. Or 
maybe it's the chance to be pretend to be 
paid to do something that is completely 
outrageous. Hitman lets you play such a role. 
This 3D thinking-man's shooter sees you in 
the role of a featureless bald man with a 
barcode tattooed on his head - and, no, it's 
not William Hague. 

The aim of the game is to complete several 
large assassination missions that are broken 
down into smaller episodes. These missions 
aren't of the 'go from the first floor to the 
second floor' variety. Each of the missions is an 
intelligent step toward the final job. In the first 
large mission, set in China, you must slowly m 
pick off people surrounding your intended 
target - a gang leader - and create confusion 
and paranoia. The first job is to take out . 

an emissary from a rival gang as a 
diplomatic discussion takes place. This 
sets his gang against the target's 
gang. Then it is off to dispatch the 
chief of police who provides i 

protection for your target. All these - ^ ' 

steps lead up to the final job and 
then it is time to break out and wait 'V^'' 
for a new mission in a new place. The 
game includes missions in Rotterdam, 

Budapest and Columbia. 

The set-up is simple: your employers give 
you the mission and the information you f j 
need. Surveillance footage, maps and / 


A mysterious voice, lots of 
weapons and lots of targets. 
Hitman quickly teaches you all the 
things you need to know about 
assassination. Cool! 


information on police presence are also 
provided. Then it is up to you to buy your 
equipment and plan your attack. Once you've 
bought your equipment, it is time to get to 
work. 

t Every little thing you do requires thought. 
Where's the best place to garrotte someone? 
What's the timing of the guard routes? What 
^ weapons do you choose and where's the best 
place to hide when it all goes wrong? If you 
i kill someone and leave their body lying 
' f- around it might be discovered, so you have 
■'■ 1 % to drag them down into drains. Corpses and 
;■ / clues left lying around will mean the 
company has to send out a cleaner to bribe 
. j police and bystanders while also disposing of 
* the bodies. If this happens you get less in your 
pay packet. If it goes completely wrong and you 
^ die, it is back to the drawing board. 

■; Alternatively, you have the option of spending 
i . money to be sent back to your car with the 
/ mission clock still running. If you do run out of 
money it is game over and you're sacked. 
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feeling of the game. There are no multiplayer 
options in Hitman; it would have been 
interesting to see what the team could have 
come up with. There's also no save-anywhere 
feature, and this may well annoy some. 

Hitman provides an intelligent and tense 
alternative to some of the more familiar strains 
of third-person shooters we have been seeing of 
late. Its looks and feel surpasses Tomb Raider 
and pushes Messiah from its heaven. If you're 
going to get one third-person action shooter 
this year then this is it. 


SCOPE THIS -1 

Hitman features a sniper scope and 
binocuiars so you can see what's 
coming. And then kiii it. 


The weapons are varied and some are excellent 
to use. The sniper rifle, for instance, is 
wonderful. It wobbles a little each time you 
zoom in and it has a satisfying thud to it when 
you fire. A piano wire and knife are provided for 
silent kills up close. Some weapons can be 
hidden, like pistols, while some can only be 
carried in the hand, like machine-guns. So when 
you select your weapons you have to be careful 
or your intentions will be spotted a mile off. 

The controls are real easy to use: as you walk 
up to objects you can use the crosshair to select 
various actions. The movement controls can be 
adjusted, so if you are a Tomb Raider fan you 
can use the number pad. There is even a lean 
button that allows you to look around corners. 
It's a simple interface that allows for quick 
changes and movement, which is important in 
tight situations. 

The graphics and animation are superb as well. 
Flags wave in the wind, people stroll about 
realistically and there doesn't seem to be any 
clipping problems (characters disappearing into 
scenery). In fact, one of the best elements is 
the dead bodies. As you drag them around they 
move according to the surface and their weight. 
So if you stick one on the top of a set of stairs 
the dead weight will drag them down to the 
bottom. 

Are there any problems with the game? Well, 
buying all your equipment before each mission, 
even if you had it in the previous mission, is a 
bit annoying. The use of fogging is also a little 
disappointing but in some ways having no clear 
view into the distance adds to the moody 


Kevan captured doing his 
karaoke over at the King 
Edward. Shake it, baby. Or, 
on second thoughts, don’t. 


min: Pili-300, 3D card, 64MB 
GDO SUGGESTS; 

Plil-500, 3D CARD, 64 MB 

■ PUBLISHER: El DOS 

■ DEUELOPER:i0 INTERACTIVE 

■ RELEASE: DECEMBER 1 

GD ONLINE: 

www.gamesdomain.co.uk/demos/demo/1257.html 

+ Good-looking and 
well-textured 
graphics 

+ Thoughtful gameplay 

+ Cinematic, Luc 
Besson feel 

- Save-anywhere 
would have been 
useful 

- Fogging is bad on 
some levels 

- No multiplayer 
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N O One Lives Forever is probably the first 
first-person shooter to successfully 
spoof a gaming genre. While other 
titles have made lame attempts to be self- 
referential, NOLF pulls it off with style, grace 
and manages to remain fun. 

The game sees you playing Cate Archer, a 
former thief and recent recruit of the covert 
operations team, Unity. Although the game is 
set in the 60s, unfortunately for Cate the 
Women's Movement hasn't had a massive 
impact on Unity chiefs and our lass has 
been constantly overlooked and 
unappreciated. Until now. 

A man in an eye-patch, who goes by 
the name of Volkov, has been 
assassinating Unity agents. Nearly 
half the force is killed before Unity 
bosses, including the snotty Smithy, 
call in Cate and her mentor, Bruno, 
to take on a more active role in 
the espionage. For Bruno it is a 
return to action; for Cate, a 
chance to get her hands dirty. 
The game begins with a 
wonderfully kitsch opening 
with psychedelic colours, 
dancing girls and some 
funky music. Anyone 
who has seen Austin 
Powers will be 
reminded of the film's 
style. But the 
developers haven't 
just replaced Austin 
with a girl and given 
it a new title - NOLF 
has a heart of its 
own and feels 
more like 


Goldeneye, the uber-meister of FPSs. 

First off, you have to enter the training room 
where an instructor will teach you how to move 
around and use any special equipment. Stuff like 
the zipcord beltbuckle, camera sunglasses and 
welder/cigarette lighter are all very important 
pieces of equipment and essential to finish some 
levels. Even the humble coin is vital as you can 
use them to distract guards in the game. All 
these are provided by Unity's own Q branch, 
Santa's Workshop. 

Like any good spy, Cate travels the world in 
her adventures. As she chases down Volkov and 
the organisation called FIARM she travels from 
shoot-outs in Morocco, to rooftop escapes in 
Germany and sunken ships in the sea. Each area 
has its own feel and style. One mission has Cate 
approaching a dock on foot at night, trying to 
keep hidden in a very spy-like way as she 
attempts to reach an escape boat. Another has 
Archer searching a West German beatnik club for 
a fellow spy, in that glamorous alternate life 
that spies lead. The best by far is the mission 
that sees Cate sucked out of a plane without a 
parachute. She has to fend off other skydivers 
with a machine-gun and steal a parachute off an 


Mitzi 

Martin. 

The real- 
life 

inspiration 
for Cate 
Archer. 
Eight out 
of ten GDO 
staff 
members 
prefer 
Martin. 
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enemy's back as she plummets 
towards the ground. 

But it is the characters around Cate 
who provide most of the laughs. 

Goodman is an all-smiles, beefy and 
American spy who fancies his chances with Cate. 
There is a big, whisky-swigging, Scottish bloke 
who has a soft spot for our heroine because of 
their shared nationalities. There is the rotund 
German opera singer who has to warble every 
order and is convinced she is a diva. The game 
is populated with throwaway lines and gags. 

One sign in a sewers says: "Mandatory FPS 
sewer." It just all adds to the knowing wink that 
the game gives its audience; it understands the 
cliches and the faults of the genre and makes 
them work to its benefit. 

Of course, anyone who has played an 
FPS will know that a fine balance 
between action and stealth is required. 

NOLF hits the nail right on the head. 

If you are discovered in a level all 
hell breaks loose, requiring you to 
gun down hordes of guards. But if 
you are clever enough, you can 
work you way around levels, 
silently killing guards and 
remaining undercover. It is not 
just guards that provide 
difficulties though: searchlights, 
dogs and surveillance cameras all 
have to be avoided if you want 
to stay out of sight. Some 
missions require you not be seen 


No One Lives Forever has some drawbacks 
though. Cate Archer isn't a naturally funny 
character and occasionally comes across as 
arrogant. Fler use of swear words in cut-scenes 
does seem a little out of place and her accent, 
which switches from Queen's English to 
Glaswegian, isn't up to much either. But it is 
nice to see the Scots in a game that doesn't 
predominantly feature kilts. 

Occasionally you can feel a bit cheated when 
the game conspires to reveal you to the enemy 
or forces you to backtrack. And sometimes 
routes through the game are not obvious; 
this is apparent when you are in the 
sunken cargo ship or making your way 
through a series of windows in a 
hotel chase. 

To be fair. No One Lives Forever 
is the only first-person shooter 
to be genuinely, laugh-out-loud 
funny. But it also has players on 
the edge of their seats at other times. 
Its mixture of action and stealth, flowing 
missions, high and low comedy and its 
cinematic feel all make this one of the 
top first-person shooters out there. If 
you have a sense of humour you should 
get ready for this excellent title. After 
all, no one lives forever. 


Cate surveyed the Tunisian Space 
Centre. "That rocket’s not going 
anywhere untii they make it iighter,” she 
thought. 
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min: Pn-26 6, 6 4MB 

GDO SUGGESTS; 
PII-333, 128MB 


■ publisher: TAKE TWO 

■ DEUELOPER: HUMAN HEAD 

■ RELEASE: OUT NOW 


GD ONLINE: 

www.gafiiesdomain.co.uk/gclrevi8w/zones/reviews/pc/nov00/blair2.html 


+ Intriguing plot 

+ Delves into part of 
BW mythos not 
covered in film 


+ Conspicious lack of 
maze in woods 


+ Navigation and 
aiming problems 


Character features 
awkward 


Not all that scary 
really 


Blair Witch 2 
even contains 
an entertaining 
hoopla-variant 


years earlier. Each location you visit in 1886 
sparks a repressed memory from 1863 to 
resurface. Only by unlocking the secrets of your 
past can you defeat the evil which lurks in the 
woods surrounding Burkittsville. 

Blair Witch 2 is played in the third person. 

This causes some difficulty with navigation and 
aiming weapons. Although battling ghosts and 
stick men was still challenging, combat was not 
as problematic as in Volume 1. Gameplay is still 
quite linear but considerably less frustrating 
than the previous outing, due in large part to 
the exclusion of a woods maze. Don't 
misunderstand: you still have to do a lot of 
exploring in the woods, but you won't 
I encounter hexed paths where your map is 
I useless. In fact, there is no map. Charting a 
1 course through the woods is intuitive enough 
\ not to require one. 

\ Overall, Blair Witch 2 is a valiant effort, 

^ but it could have used a healthier dose of 
genuine scares. Its unique storyline makes 
\ ' it somewhat more enjoyable to play than 

Volume 1, but it lacks the same unnerving 
K tension and suspense. To date, we've had 
K two fairly decent, but hardly outstanding, 
R? games based on the Blair Witch mythos. 
'S? volume of the Blair 

® Witch trilogy is due out this month. 


G athering of Developers continues its 
Blair Witch trilogy with the recent 
release of Blair Witch Volume 2: The 
Legend of Coffin Rock. This second 
instalment, developed by Human Head 
Studios, is once again driven by the Nocturne 
engine. While Blair Witch 2 doesn't possess 
quite the same eerie and foreboding 
environments that Volume 1 had, it makes up 
for what it lacks in fright factor with an 
intriguing storyline. 

Blair Witch 2 is once again set in the ^ 

town of Burkittsville, Maryland, this || 

time in 1886. You assume the role of " 

Lazarus, a man suffering from 

A young girl named Robin 


amnesia 

Weaver and her grandmother take 
you in and tend to your injuries. 
When young Robin disappears in the 
woods, a search party is formed. 
Robin's grandmother believes, 
however, that you alone can find 3 
the girl. As you embark upon this 
quest, you experience flashbacks of 
the year 1863. Little by little you 
recall your past, serving as a : 

Lieutenant during the civil war. As ] 
your journey progresses, you 
remember the terrifying events 
that unfolded in these woods 
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Chase the evil Doctor 
X through the depths 
of the jungle in Action 
Man's new adventure 


.design^nd print everything a secret 

agent needs for a tropical mission 
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UHE BUT 6REJIT; THE PlAYSTimON 

HNALLY ARRIVE 

B y the time you've wrapped your retinas around this, another chapter in video-gaming 
history will have been made. On Friday, November 24, Sony will finally unleash its 
PlayStation2 console across the UK and it's odds on it's going to be an unforgettable 
occasion. For some it will be tears of joy; for others it will be plain and simple tears as 
the few available units are snapped up by eager gamers. So, while there's unlikely to be 
pandemonium throughout your local town centre, the rare sight of grown men crying 
is a likely possibility. Intrepid GDO reporter Gareth Holden takes a look at what 
happened when the PS2 was unleashed in Japan and America to bring you a guide 
of what we expect will happen here, plus a rundown of what games to look out 
for, should you be one of the chosen few. 



As ever, our fortunate Japanese cousins are streets ahead in 
the electronics market and have been happily playing the 
PlayStation2 since March 4, 2000. On the morning of its 
launch, there was simply no escaping the fact that a new 
presence was in town. Hundreds of eager punters filled the 
streets of Tokyo in anticipation for store shutters to be raised 
and doors to be opened. Some had queued for hours, though 
many had braved a night on the streets to ensure a place 
near the front of the queue. As the clock chimed and the PS2 
finally went on sale, chaos ensued as punters jostled for 
rapidly diminishing stocks of the 
consoles. Apparently a young boy, 
who had made the journey by J 
bicycle, was just one of 
several people reported tc 
have been mugged trying 
to safely transport 
their prized 
possession home. 

Only a few days 
passed before 
several problems were 
reported, including defective memory cards 
and a multi-region DVD bug, which allowed the 
console to play DVDs from any country. At the 
same time, importers were already smuggling units 
out of Japan for the rest of the world to experience, 

Prices reached astronomical levels as those with contacts in 
the Far East exploited those who didn't, charging upwards of 
£1,000 for the console and £100 per game. 

The countdown soon began to the European and US 
launches, which were originally slated to coincide on October 
26. However, Sony soon broke the bad news that Europeans 
would have to wait until November 24 and that customers 
would be required to sign up for a pre-order system to 
guarantee a console. 

As October 26 finally arrived, PS2 fever descended upon 
US towns and cities as gamers formed queues outside 
stores rumoured to be holding supplies. While 
some stocked nearly 100 units and were 
kind enough to hand tickets out to 
.those in the queue to allocate 
] each console, other stores were 
f happy to let huge queues form 
f even though they only held stock 
I of less than 10 consoles. Once 
J again the story was all too familiar 
J- many punters were left 
disgruntled, while those that were 
fortunate enough to succeed, faced a 
^ palm-sweating journey home. Once 





again, muggings were rife, although one store was kind 
enough to replace a young man's PS2, which was stolen 
by two assailants as he made his way out of the car 
park. Again problems were reported with the hardware, 
including disc drawers jamming and problems with 
DVD playback. Unfortunately, replacement consoles 
are not expected until February 2001! 

Let's hope the UK's PS2 launch doesn't turn out to 
be quite as chaotic. As the doors open, for the 
fortunate few it will be like the first day of the 
January sales, except they'll all be headed 
straight for the counter to meet and greet their 
waiting toys. Unfortunately, it won't be as 
eventful as the launches overseas, but for some 
will certainly be a day to 
treasure. 

Sony originally announced 
that 33 software 
titles would be 
i available for 
r the console's 
launch, with a 
further 63 
titles expected 
by the end of 
March 2001. A 
total of 500,000 
units will be 
available Europe¬ 
wide during the 
launch period, 
building up to 3m 
units by the end of 
March 2001, 
although demand is still 
expected to be far in excess of 
supply for quite some time. 

Not surprisingly, the number 
of launch titles continues to 
fall and as we go to press, 
the list has shrunk down to 
the following 16. 
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Timespliners - wacky first-person shoot 'em up featuring 6ft ducks and zombies. Silky smooth, four-player 
split-screen fun guarantees all-night gaming sessions aplenty. 
http://www.consoledomain.co.uk/playstation2/reviews/rimesplitters.html 


SSX - fantastic visuals, precise controls and an awesome soundtrack make this a sure-fire hit from 
EA. A true demonstration of what the next generation is all about. 
http://www.consoledomain.co.uk/playstation2/reviews/SSX.html 


Tekken Tag Tournament - gameplay remains addictive as ever, but a graphical overhaul adds a new 
dimension, making this a must for fans of the series. 

http://www.consoledomain.co.uk/playstation2/reviews/Tekken_Tag_Tournament.html 


jM ISS - based on the N64 version, from Konami's KCEO team, it's not as playable as ISS Pro 

Evolution, but still looks fantastic and has the edge over FIFA 2001's over-simplistic gameplay. 
http://www.consoledomain.co.uk/playstation2/reviews/Jikkyou_World_Soccer_2000.html 


Silent Scope - a straightforward arcade conversion, but without the deadly sniper rifle. Still 
incredibly addictive; additional modes offer extended longevity. 
http://www.consoledomain.co.uk/playstation2/reviews/Silent_Scope.html 


The following games will be available to buy when you collect your shiny new PS2; 

AquaAqua-Wetrix 2 SCI 


NHL 2001 
Dynasty Warriors 2 
, Fantavision 


Electronic Arts 
Midas 


FIFA 2001 
Gradius 3 and 4 
ISS 

k Orphen 


Electronic Arts 
Konami 
Konami 
Activision 


Ready 2 Rumble Boxing: Round 2 Midway 


Some stores opened early on 
launch day to bring eager 
shoppers their PS2s. Demand was 
high and although larger chains 
expected to fulfil two-thirds of 
their preorders around the 
weekend of November 25, 
smaller independent shops - like 
the ones distributing GDO - had 
more difficulty obtaining stock. 
See our launch report on page 6, 


Namco 


Konami 

Electronic Arts 


SSX Snowboard Supercross 


Smugglers Run 


Tekken Tag Tournament 

Namco 

Timesp litters 

Eidos 
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Stuck for something to put on your Christmas list? Bargain-hunting in the January sales? Read on as GDO brings you a buyer’s 
guide to a choice selection of the season’s peripherals. 



Sidewinder Precision 2 

Microsoft likes to think of itself as the king of controllers. The black and chrome-effect 
Sidewinder Precision 2 has all the features you could want on a joystick: eight buttons, rudder 
control, hat control and throttle - all with programmable and saveable configurations. The 
company has also inserted a special microprocessor that speeds up the response time of the 
joystick and allows you to combine fire-buttons. This one Is definitely top of the joysticks in our 
collection, despite the ridiculous smiley face on the top. The force-feedback version, although 
expensive, is worth the extra if you can stretch to it. 

Price: £39.99 


strategic Commander 

Ergonomically designed to fit the hand and with bright orange lights on the buttons, the Strategic 
Commander Is meant to replace the keyboard in strategy games and RPGs. It must be 
programmed with up to 24 hotkeys to be easily accessed through the six buttons and three shift 
keys, and you can even record commands on the fly. The mouse-like slider can be used to scroll 
around maps. 

Despite the ridiculous appearance of the controller it works well, although it can be a nuisance 
when you are not playing games, activating various things and disrupting your menus if knocked. 
Remarkably, though, it is equally comfortable with left- or right-handed use. If you are an 
experienced strategy or RPG gamer, it Is a must, if a touch pricey. 

Price: £59.99 


This wheel is one fine looking piece of machinery. But surprisingly the gear stick sits firmly on the 
right, and it's hard to get used to reaching across to change gear. Gripping the wheel feels nice 
- it's a little rubbery but soft enough to get hold of. It's also comfortable to use and the many 
buttons are responsive with a good positive click. 

However, the force-feedback was very weak, despite the wheel's configuration panel demo 
nearly wrenching the arms off GDO's test monkey. Perhaps this Is a driver (groan) problem, 
and might be corrected in time - and the wheel could also be noisy in use. Although the 
steering wheel can be firmly anchored, the pedals are a little light and tend to move in use. 
However, for the asking price, the wheel is a bargain. There's also a similarly excellent wheel 
for Dreamcast owners. 

Price: £39.99 


Jordan Racing Wheel 

The Official Jordan Racing Wheel, from Joytech, looks like it belongs in the Batmobile - the 60s one, 
not the cool 90s version. Its design looks plastiky, feels plastiky and unsurprisingly. Is made of 
plastic. Once in the configuration program you find flaws instantly. The brake and accelerator 
are counted as up and down so pressing both together centres the controls. And it turns out 
to be more flimsy than Dale Winton's wave. 

During games you immediately notice the lack of force-feedback - and the auto-centering is 
done by springs, sending the wheel bouncing back into position. Its lightness in steering 
gives you no sense of control as you oversteer time and time again. Racing games turn 
into something you would expect to see at a drink-driving competition, with cars swerving 
left, right and every which way but straight. With steering wheels at least, you get what you 
pay for, and you should be looking to pay more. 

Price: £19.99 


Ferrari Force Feedback Wheel 


I 


I 

I 


I 

i 
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Dream Station 


The Dream Station is an organiser for PlayStation or Dreamcast. The unit stands alone or sits 
underneath your TV and has a slide-out section for your console with two additional fold-out 
compartments that hold your controllers. An opening at the back allows you to feed wires 
directly to the back of your TV, while keeping them safe and tidy. 

Although the Dream Station is great underneath a TV, it is precarious when used without 
something to weigh it down. Apart from that, it looks quite cool and is a useful storage system to 
keep your console safe. A bit pricey though. 

Price: £19.99 


P7K Pocket Light Gun 

The P7K pocket light gun is designed for use with the PlayStation and is compatible with all PSX 
light gun games. It has a vibration effect, machine-gun mode, single shot and auto-fire, safety 
lock function and set mode, which allows you to set the number of shots fired before auto-reload 
occurs. 

Although this gun comes in a cute little package, it isn't as desirable as it looks. It was difficult to 
configure and a little too light in the hand. The use of a pedal (which can be bought separately) is 
advisable, as the gun's button layout Is awkward to get around. It's cheap, though. 

Price: £14.99 


i 



Predator 2 

The Predator 2 is one big gun! Compatible with PlayStation and Sega Saturn, the gun boasts 
a reload pedal, interchangeable sights and built in vibration. It has a range of fire set-up 
options including a three-speed auto fire and auto reload. 

The Predator is a good weight in your hands and big enough to get a solid double grip on the 
butt (oo-er missus!). It's fairly easy to configure and the pedal is easy to use. The gun set-up 
is simple to get.around and you can get into actual gameplay fairly rapidly after setting up the 
gun's targeting. A reasonable buy. 

Price: £24.99 


TopDrive Sprinter 

The Sprinter wheel for the PlayStation is certainly one of the most eye-catching we've come across. 
Featuring a bright yellow wheel and buttons contrasting with a black base unit, it definitely deserves 
a thumbs-up on the garish-yet-strangely-tasteful front. 

It also comes with a rather useful tilt and lock mechanism - this allows you to alter the angle of 
the wheel. There's even a lap attachment provided, just in case you don't have a horizontal 
surface handy. Other features include flashing red LEDs on the top of the wheel, Dual Shock 
rumbling compatibility and a pedal unit. 

If you're looking for a compact, reasonably priced and durable enhancement to your driving 
games, this wheel is recommended. The flashing LEDs can annoy, however, and the 
wheel Itself could have been a bit chunkier. Also the travel on the pedals Is slightly too 
short and suits arcade style racing games rather than Gran Turismo-style simulators that 
require more precision. 

Price: £32.99 
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MinHLIGHT 



NASH OF IK GONSOUS: 

FUVsmnoN vs nEJUiKiisi 


Laydez and Gentlemen! Welcome to the fight you have been waiting for, PlayStation "Muller" 2 versus Dream "Ripper" Cast 



In the black corner there is the PS2 with its sleek design, ridged sides and cool blue power lights. This evasive console has 
proved very evasive, moving the date of this bout from September 7 to November 24. Some claimed it was scared of the battle to 
come but the extra preparation time just seems to have added to the anticipation of console fight fans across Europe. 

In the white corner there is the Dreamcast. Smaller and more compact, this console is a veteran compared to the PS2. Turning pro on 
October 14, 1999, it has spent a full year on the market. Proving to have a strong initial line-up, including the return of Sonic, the games 
console's fortunes dwindled in what was a tough year for all. Now it's back, with a huge entourage of titles which are sure to boost the 
confidence of the Dream Cast corner. 

Though Sony reigns supreme on a like-for-like basis, Sega certainly packs its punch in numerous quality releases that trounce the initial line¬ 
up of PS2 titles. There's no reason to feel left out though, whether you're a proud Dreamcast owner or a new PS2 player. Quite simply there 
are, and will be in the future, a multitude of top quality releases for both platforms. 

There's nothing like a healthy bit of competition, right? 


Dead or Alive 2 

Graphically it's a close call, but side-by-side the PS2 has the edge. However, both 
versions are fantastic and are matched blow for blow in the playability stakes but, 
once again, the Dreamcast is let down by its controller, which is slightly awkward 
for fighting games. Essentially though, you're not losing out on anything major by 
choosing one version over the other. 


Silent Scope 

Once again, it's pretty much neck and neck until you compare the two versions 
together and again the PS2 looks that bit sharper. Both games play incredibly well 
considering there's no light-gun support and it comes down to personal preference 
which joypad you find easiest to use. We found the Dual Shock 2 slightly more 
responsive than Sega's analogue pad. 


Metropolis Street Racer vs. Midnight Club 

Not to beat about the bush, MSR is quite simply streets ahead of Rockstar's racer. 
Think of it like comparing a Ferrari to an average family saloon: there's simply a 
huge divide in performance, precision and, of course, prestige. Sega has laid down 
the gauntlet, now bring on Gran Turismo 3. 


Crazy Taxi vs. Top Gear Dare Devil 

Both feature light-hearted city-smashing, crazed-up collision course conduct, but 
once again it's Sega's cab cruising that comes quids in. Superior, with more 
ambitious graphics, awesome gameplay and a bodacious soundtrack are just the 
outskirts of why Crazy Taxi is well worth taking for a ride. 


Ready 2 Rumble Boxing: Round 2 

Once again, it's going right down to a tie-break and how appropriate it should be 
decided with a good old bout of fisticuffs. The PS2 sneaks it on a points decision 
even though the two versions are nearly identical. We found the conversion to 
Sony's box of tricks had the slightest edge in the playability stakes, allowing you to 
rattle off quicker combos, adding more to the sheer enjoyment of mullering your 
opponent into submission. 


Processor 

Memory _ 

Sound _ 

Game Format 

Controller ports 

Internet 

Price 


Dreamcast 


128-bit Hitachi SH4 Processor 


16MB RAM 


64 Channels 


GD-ROM 


Four 


33.6k Mode 


£149.99 



PlayStatioti2 


128-bit emotion engine 


32MB RAM 


48 Channels 


CP-ROM/PVD-ROM 


Two 


Not at present 


£299.99 
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Ho, Ho, Ho Merry Christmas! WeVe taken a break from decking the halls with boughs of holly to 
bring you a bumper kid's section. There is an extra-Christmassy feel to the magazine this issue so 
as well as our usual reviews you’ll find a couple of fun seasonal activities to get you into the fes¬ 
tive spirit. 

We/ve also brought you the pick of the new releases including LEGO Creator - Knights' Kingdom 
and Disney's Dinosaur. 

If all that's not enough, make sure you check out (www.kidsdomain.co.uk), where there's loads 
more Christmas fun going on. If you have any comments, email us at: kd@kidsdomain.co.uk 



Help the Famous 
Five hunt for clues 
in their latest inter¬ 
active adventure. 



s Dinosaur 
on to your 
PlayStation in time 
for Christmas. 





Build your own 
medieval kingdoi 
this new advei 
ture game from 
LEGO. 




Join Rayman in a 
brand new edutain¬ 
ment adventure 
game for the 
PlayStation. 



Go go Power 
Rangers and enter 
our great competi¬ 
tion to our heroes 
PlayStation 

Cook up a storm 
with our Christmas 
recipe. 





































Immerse yourself in the classic 



cartoon environment filled with 
head-to-head combat and 
unique madcap strategy! 
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The Fcimdtfs 5: Silver fewer 

Enid Blyton's Famous Five have paid a visit to Kirrin Island for their 
second interactive adventure. 

Julian, Anne, Dick, George and Timmy return to the island for the 
summer holidays only to find that Uncle Quentin has built a mysterious 
silver tower there to conduct his secret experiments. The plot thickens as 
strange occurrences begin to take place and Uncle Quentin goes missing. 
Can the five friends save the day and rescue Uncle Quentin? If s up to 
you. 

We didn't think we'd enjoy this game as much as we did. Even if you 
are not a Blyton fan, you'll enjoy whaf s on offer here if you appreciate 
detective games. Occasionally, this one had us stumped; the puzzles were 
very tricky, requiring lots of logical thinking. Luckily, a hints file is 
included - three stages of clue are given, from a simple hint to the full 
solution - providing help without ruining puzzles. 

It's essential to read the readme file first - without this, you won't know 
how to exit, save or load the game or operate things. The readme also 
states that you can zoom in on objects, but I couldn't find out how - an 
additional in-game help file would be useful. 

On the whole, navigation is simple - the cursor flashes over interactive 
objects, and to move around, click where you want to go. Tb talk to other 
characters, click on them, they'll only talk if they have something useful 
to say. You play as either Dick or George, swapping at random points 
throughout the game; the rest of the Five provide advice, but you can't 
play as them. The gang often splits up to investigate different areas - 
narrowing your search for clues. If you're trying to operate something in 
the cottage and can't go to the lighthouse because the others are there, 
then chances are you're looking for something at the cottage or beach. 

This game was a lot of fun - it's unusual to find a children's game that 
isn't afraid to challenge players. The navigation was simple and the hints 
page very welcome. It won't be a mystery if this is a hit with children 
everywhere. 


GAMES REVIEW 


PUBLISHER: RAVENSBURGER 
PLATFORM: PC 
AGE: 8-12 




'0@ii 

The British Association of Thy Retailers has measured a select list of its members' sales to compile this list of 
what the top toys might be this Christmas. And according to BATR chairman, Gary Grant, it could be a 'dog-eat- 
dog' December! "There are a number of electronic hounds all wagging their 'tails' to attract top sales," he said. 
But the Christmas rush is far from over and only time will tell if the popular electronic front-runners face a late 
challenge from more traditional toys. 



1 Scooters - generic 

2 Teksto - Interactive Robot dog 

3 LUho UJonts to be o Millionaire (interactive board game) 

4 Thunderbirds Trocey Island 

5 Rmozing Rlly Playmates 

6 Bob the Builder 12" plush figure 

7 Princess Bride Barbie 

Q Poo'chi - Interactive puppy 

9 Pokemon Pokedex - €lectronic €ncyclopedia 

10 Baby Annabel 
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PlSNeV'?) DIHOf)/MJF. 

Disney's Dinosaur is stomping on to the PlayStation, but will it 
receive a Raptor-ous reception or leave gamers running for the 
T-Rex-its? 

Alador the Iguanadon, Zini the Lemur and Flia the Pteranodon aren't 
having a good day. A massive meteor has fallen to earth and caused 
catastrophic climatic changes. Your job is to get the dinosaurs to safety, 
past hostile enemies, to their new home. You can control your characters 
individually or join forces to create a team. The three friends improve at 
fighting and completing objectives the more you play. It all works on a 
points-based system: as you earn more points you gain experience, 
strength, speed and scouting ability. 

Some things you find along the way prove useful to your cause. 
Lightning trees produce lightning bolts, which give extra power to use 
special moves. All levels contain an objective that you have to meet in 
order to continue. They range from keeping up with the herd, to finding 

water for your thirsty friends. 

Footage from 
the movie is a 
great addition to 
the game and the 
Dinosaur 
Encyclopaedia is 
probably the best 
bit. Every time you 

defeat an enemy dinosaur it's added to 
the Encyclopaedia, so you can read all the 
fascinating facts. 

Although the game is easy to pick up, 
some aspects make controlling the 
dinosaurs difficult. It takes place from a 
bird’s-eye viewpoint, and there are regular 
interruptions in gameplay spent freeing your 
dinosaurs from bits of scenery on which they are 
stuck and this could be infuriating, especially for 
younger players. 

The movie looks like an action-packed adventure but 
this does not translate well in the game. A lot of time is spent 
scouring the land for things that you need and, although there is a lot of 
interaction between the friends at the beginning and end of each level, 
there isn't much during actual gameplay. Some younger children may 
find swapping between characters confusing at times: some instructions 
don't appear if you are in control of the wrong character, leaving you 
wondering what to do next. 

Dinosaur is one Disney game that really doesn't live up to the standard 
of its other titles. The action 
and humour found in most 
Disney platform-based games is 
sadly missing and there is no 
real energy to keep you gripped. 

If you're looking forward to the 
film or love dinosaurs then 
you'll probably enjoy certain 
aspects of the game. If not, then 
Disney's Dinosaur may as well 
be extinct. 



PUBLISHER: DISNEY 


PLATFORM: PLAYSTATION 


AGE: 6-8 
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GAMES REVIEW 


LEGO Creator - 


PUBLISHER: LEGO 


Knights’ Kingdom 




There can’t be an adult or child on this planet who is not aware of 
the LEGO phenomenon. 

As a child I can always remember being envious of my brother who 
guarded his LEGO as if it were the crown jewels. However, the slightest 
hint that I wanted to play would ensure that he used them as powerful 
projectile weapons. Fond childhood memories aside, Lego's latest PC 
offering opens up even more game playing possibilities. 

Incredibly diverse and creative, this title allows children the 
full use of their imaginations through the creation of castles, 
towers, bridges and battle scenarios. The essence of LEGO 
creation - model building - is preserved in this game that 
offers a new platform for engineering wannabes and LEGO 
fanatics. Thking the ready-made pieces including walls, 
weapons, and buildings as a starting point, players can 
then expand the range by using their own models 
created in the workshop area. 

The music and weather tools that 
are provided to create atmosphere 
and mood also recommend this title. 

With an assortment of options, children can 
indulge in role-play on a bright, light-hearted sunny day 
or they can create mystery, intrigue and danger. 

Combine this with the smooth-running action sequences 
that LEGO have worked hard to create and the effect is 
very much like an animated film. 

The LEGO characters that appear all have names and 
biographies which players are introduced to during the game’s intro and 
also in the handbook. It seems a shame then that full use isn't made of 
these characters which just disappear as the game progresses. King Leo, 
Cedric the Bull and the dragons all deserve more screen time. 

The biggest problem with this game was the difficulty involved in 
manipulating the pieces of scenery. This was extremely tricky and 
younger children may get frustrated to the point of giving up. It is far too 
easy to accidentally pick up pieces that have already been placed, 
especially if they are tucked behind the one you want to move. Getting 
the blocks back into line proves equally difficult. It isn't that the 
manipulation is entirely useless, but it is certainly a lot harder than it 
needs to be. 

With so many pluses to this game it seems a shame that the 
manipulation tool which is so integral to the game should cause so many 
problems. Any perseverance invested in Lego Creator - Knights’ Kingdom 
will pay off but, in 
the meantime, 
prepare to be very, 
very frustrated. 
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JiijatJ un tivi ii'jJaly 
juccajjful I{iiy»J:in 
pl-icf'jrf/j ^iitna 


A unique educational concept based on 
^meplay) ieam as you play and become a 
Rea^'pg and Countii^ champion! 


Content based / 
on current (, 
curriculum) 
developed with 
teachers and 
tested by children. 


RTtB 




A fun, educational 
alternative to ^ 
games for 
young children. 


www.rayTnanworld.coTn 


H Sales Enquiries: 

Ubi Soft Entertainment Ltd: Tel: 020 8944 9000 ' 

Independents: Pinnacle Software Tel: 01322 665 652 ' ■ 

Ubi Soft Entertainment. Vantage House. 1 Weir Road, Wimbledon, SW19 8UX 
Tel: 020 8944 9000 Fax: 020 8944 9400 

and PlayStation are registered trademarks of Sony Computer Entertainment Inc. 


© 2000 Ubi Soft Entertainment. 
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EAYMAN JUNIOR 


; on the PlayStation when three separate volumes of a 
;ame are released on December 3. ^ 

The games are designed to combine the entertainment 'll 
/'■'O value of traditional Rayman titles with practical learning 
tools that children can easily use. 

^ The three versions of Rayman Junior will ^ 

# ^be tailored to three different age groups ^ 
of children: stage one covers ages five to six; 

to seven; and stage three 


mBt stage two covers ages SIX 

jIl IS for ages eight and upwards. Rayman Junior is one of 
WiM^^l^^the first games for the PlayStation that has been 

specifically developed as an entertainment game with 
\ educational resources. 

^^The games use the same action-packed platform style 
and addictive gameplay as the original title, but with a strong emphasis 
on learning as children undertake a mission to rescue the Magic g. 
Book of Knowledge from the evil Mr Dark. \ 

Gameplay is solid and extensive, with over 500 questions to work ^ ^ 
through in 12 different reading and counting activities. ^ ^ 

Among other things, children will develop their maths and \ 


counting skills, English comprehension and reading ability. VJ 
All of these learning activities have been incorporated into the 
game and it all flows seamlessly. ^ 3 . 

There isn't that much difference between the three titles. 

» ^ The story and way you play remains the same but it is 

clear from the outset that an effort has been made to adjust the 

difficulty to suit the relevant age level - both through the t 
coordination and dexterity required and the \ 

questions to answer. 

One slight niggle is that manoeuvrability within the 
game may be difficult for young children to master 
at first because of the co-ordination that is required. 
Sometimes you only have a split-second to get Rayman 
- j^to perform his famous sucker punch and jump on to the 
^-^next platform and it'll often be a case of you falling flat on 
your face until used to it. 

▼ Children will love these games as 
they are far more enjoyable than 
most educational PC titles. 

they know is supposed to 

wont even 
realise. 


PUBLISHER: UBISOFT 


PLATFORM: PLAYSTATION 
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COMPETITIOW + RECIPE 




i 



POWER RANGERS 

LIGHTSPEED RESCUE 


Get reedy to save the world Power Rangers style! 





Based on the top-rated TV show which is now in its seventh season, Power Rangers 
Lightspeed Rescue is an all-new action adventure video game featuring our five lycra-clad 
heroes. Now young boys and girls can control their favourite Power Ranger in over 20 
levels of action-packed excitement. 

Just in time for the festive season, Power Rangers Lightspeed Rescue is published in the 
UK by THQ in three formats - PlayStation, Game Boy Color and Nintendo 64. 

Kids Domain UK has teamed up with THQ to offer you the chance to win one of five 
Power Rangers Lightspeed Rescue games for the PlayStation. All you have to do is 
answer this simple question: 

How many Power Rangers are there? 

a) 7 

b) 3 

c) 5 

Just write the answer down on a postcard or sealed-down envelope and send it with your 
name and address to: Power Rangers Competition, Kids Domain, 435 Lichfield Road, 
Birmingham, B6 7SS, to reach us by January 4, 2001. Games Domain Competition 
rules apply. 
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MAKE A CHRISTMAS TREE CAKE 


This recipe is rated; 





Make a Christmas tree-shaped cake for everyone to enjoy. 
Remember: always get an adult to help you when cooking 
and using any kitchen equipment. 



What you need to do: 


250g (9oz) plain flour 
170g (6oz) caster sugar 
2 teaspoons baking powder 
14 teaspoon salt 
110g (4oz) soft margarine 
2 eggs 

120ml (4floz) milk 
IVz teaspoons ground mixed spice 
Grated rind of an orange 
Plain flour and mjEii:gariiie_t^/lfn^a 
rectangular cak^^ tiir 
For the icingi 
280g (lOoz )y 
Boiling water 
Green fooi 
Jeily cake 



STEP 1 
STEP 2 


Heat the oven to Gas Mark 4 / 350 degrees F / 180 degrees C. Grease a rectangular cake tin well with 
margarine then dust it with flour so that the sides and bottom are covered. Shake out any loose flour. 

Put the flour, sugar, baking powder, salt margarine, eggs, milk and vanilla essence Into a bowl and beat together 
well (an electric mixer will be the easiest thing to use) until the mixture is really smooth. Then scrape the mix out 
of the bowl into the cake tin with a spatula and smooth the top of the mixture. 


STEP 3 


Put the tin of cake mixture into the oven to bake for 40 minutes. Remove from the oven, and test if it is ready by 
gentiy poking the top of the cake with the back of a spoon; if it springs back then it is done. Leave the cake to 
cool. Next piace the cake on a fiat board and, with a sharp knife, cut two triangles off each side so that the cake 
forms a basic tree shape. 


STEP 4 

STEP 5 


To niake the icing, sieve the icing sugar into a bowl and carefully pour in two tablespoons of the boiling water. Mix 
until it is smooth. Add a few drops of the food colouring and mix it in well. Spread the icing all over the cake with a 
spatula. It will be easier to smooth if you dip the spatula into hot water. 

Decorate the cake with the jelly decorations; arrange them to look like baubles. You now have a very festive cake! 
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lif there's one thing better 
than playing games, it's playing 
free games. And here at Games 
Domain we've got more free 
games than you can wave a 
joystick at. 

ALL you have to do is head over 
to the onLine games section of our 
site which features a seLection of 
terrific titLes such as the 
tiLe-painting teaser Vertigo, the 
scroLLing shooter MeLtdown or the 
puzzLing FLea Circus. If you have a 
hankering after some cLassic 
oLd-schooL gaming action this is 
definiteLy the pLace to go. 

Or if you Like the idea of pLaying 
great games against hundreds of 
peopLe then try out the Games 
Domain CastLe. CLassics Like Chess, 
Backgammon, BattLe Cruisers and 
Quad Link are aLL here as weLL as 
more unusuaL games Like Crypt, 
Cyber War and Mystery Monster. 

You can even get yourseLf rated 
and become a hotshot pLayer in 
the castLe. 

So whether you Like to pLay on 
your own or against the whoLe 
worLd, the onLine game section has 
something for you. So what are 
you waiting for? Check out: 
www.gamesdomain.co.uk/ 
onlinegames/index.html 


Single or multiplayer 


smflie 1^ 


Icometothe Ganr^ 
Xp teyerga jnr^ 


We have a great seLection of both singLe 
and muLtipLayer onLine games to keep 
you entertained for hours on end. And 
they're so addictive you'LL be coming 
back again and again to try and better 
your Last score 



GD Castle 


^ The Games Domain CastLe 



is the premier muLtipLayer 
onLine games resource on 
the 'net! HugeLy popuLar 
with an army of reguLar 
visitors its more fun than 
skinny-dipping with the 
Spice GirLs. 


Welcome to toe Oemes Domain Online Games sedon fealuring a muKtude of 
single player games and toe Games Domain Caste toe premier mutlplayer online 


'News 
Downloads 
: Mods & Maps 
Cheats 
- Reviews 
Dev Dianes 
. Onnne Games 
Chat 
Chatls 
• Freebies 
■ Official Sites 


Console Domain 
Kids Domain 


GA DOAWN 

CASTLE 


8W< at of your opponents ships befcce they manage to sink yours. 



ms* 


1 Capture orlrae> all your opponents' pieces. The game is automalcaty declared a 
draw If toete are 40 rounds wito no captures, or promotions. 




To win toe game, you must capture (checkmate) your opponenfs Wng. 


I You must enter toe Treasure Crypt end try to cotect more treasure than your 
opponents, butwalch out for monsters and earthquakes. 


CYBen vwuts 


Destroy your opponents commender vitotst deferring your own by callirtg upon the 
resouces of your ship in orbit. 


I Land onalreasuretocotectit. butwalch outferlraps which canmakeyou lose it 

I againi 


\mm 


This version of toe game is based on toe original Chinese rules of Mahjong. 

MYSTERY MONSTEh 


To Win tois game you must succestoty work out M4iich monsteryour opponent has 
by asking a series of questions about its appearance. 


Match up toe books in toe bookcase, and to find more matching books than your 
opponent 


To win toe game, you must make eitoer a horizontal, vertical or diagonal row of 4 of 
your counters before your opponent can. 


To win tois game you must have more counters of your colour on toe board at toe 

end of your game toen toe opponent 


Huge selection 


It doesn't matter what sort 
of game you Like; there's 
something for everyone here 
Whether it's arcade styLe 
thriLLs or something a bit 
more cerebraL you're after 
you can't go wrong if you 
pay a visit to this section o1 
the Games Domain website. 
We have some of the best 
brains in the business 
designing our onLine games 
and the List of titLes is 
added to aLL the time. As 
you wiLL see, it's aLmost 
unbeLievabLe that such good 
games can be free. 


Just a few of our single-player games 



Meltdown Classic sideways scroll¬ 
ing blastathon to keep trigger finger 
fanatics in retro bliss. 


Motor Trial: Try to beat the other 
bikes as you race around the track! 





Smash It Are you prepared to Smash- 
it? Travel across the globe in this 
arcade-style classic! 
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C:QIVlPETITiniMF=^ 


Welcome to our competition special. As it's the season of goodwill to all men and gamers we decided 
to give you a bumper choice of top giveaways to choose from. And to make entering our competitions 
even easier, we've introduced a competition hotline*. All you have to do is phone the number and 
follow the instructions given on the iine - it couidn't be simpierl If you prefer, you can still enter by 
sending a postcard or sealed-down envelope to the usual address (Games Domain, 435 Lichfield Road, 
Birmingham, B6 7SS) and marking your entry with the name of the competition, your name and address 
- and the relevant answer of course. Good luck! 

*GDO competition rules apply., see page 4 



WIN A THRUSTMASTER FREESTYLER BOARD 

Games controllers come in all shapes and sizes these days but this has got to be 
one of the most fun. The ThrustMaster FreeStyler Board is a realistically-sized 
snowboard/skateboard simulator that’s compatible with games for PlayStation and 
PlayStation2. Its special non-slip surface allows for more accuracy and control and 
the real motion provided by it’s built-in tilt sensors can be customised to match a 
game’s velocity, to offer more realism. It also comes with a specially designed one- 
handed controller for optimal gameplay and is basically, a right laugh. To get in the 
draw for this beast answer you need to answer this question correctly. 

What is the best surface for snowboarding? 

a) Water 

b) Snow 

c) Gravel 




Wanna team up for some fun with the cutest, 
bounciest bunch of buddies around on the 
PlayStation? Well, what are you waiting for? We 
have ten copies of Team Buddies by Psygnosis: 
an action-packed, battle game that pits players 
against an army of charming but fiercely 
competitive characters in an intensely chaotic 
quest for victory. Itching to destroy opponents' 
bases, players make use of a team of bean¬ 
shaped team mates - with half a mind of their 
own and a ton of home-made military goodies 
to play with. So get on the team and answer 
this question: 

Finish this game title: Team... 

a) Friends 

b) Mates 

c) Buddies 



WIN SHEEP 

It's the game ewe've all been waiting for. The sheep came to 
earth from across the universe with a mission to pose as 
stupid creatures and study our habitat. Unfortunately they 
soon forget their mission and chose instead to enjoy the 
sunshine and wallow in the lush green pastures. It's your job 
to guide the woolly wallies back home to their celestial 
ancestors, saving them from the perils of electric fences, 
shark-infested Ice cream and combine harvesters. 

We have ten copies of Empire Interactive's Sheep on PC to 
give away. All you have to do Is answer the following simple 
question: The plural of sheep is 


a) Sheep b) Sheeps c) Sheppi 



GDO COMPETITION HOI 

Gails cost 50p per minute and calls should take just over one minute. Always 


58 Competitions www.gamesdomain.co.uk 



























Win Covert Opd 

Counter-terrorism: no, we’re not talking about 
what GDO staff writers resort to when losing at^ 
Connect 4; we’re talking about the techniques i 
which have been perfected by highly trained 
special forces across the western world to ^ 
beat the scourge of terrorism in the 21 st j 

century. J 

Tom Clancy’s Rainbow Six; Covert Operations r 
Essentials (Covert Ops) is an extension of the 
popular Rainbow Six franchise, in which 
players not only get to play new levels, but will ^ 
also get an insider’s look at the world of covert 
operations. % 

We’ve crept behind enemy lines to secure ten ? 
copies to give away to readers of GDO who 
can answer the following question: 

What author’s work is Rainbow Six based on? 

a) Tom Clancy 

b) Tom Cruise 

c) Tom Thumb 


A SOLDIER ISN'T BORN, HE'S MADE COUtliTOPS 


riN.RISK. 


LTTLESHIP 


Ever taken a risk on a battleship? Well now i 
you can! We've got 50 copies of Risk and 
Battleship to give away. 

Risk allows you to dominate the world 
through pure force and let loose that pure 
raw aggression • a bit like the Editor during 
a night out on the GDO pleasure island. You 
can play either classic Risk or ultimate Risk 
and if you've got some friends you will be 
able to crush them with your mighty forces. 

If land isn't your thing, and you like tales of 
the high-sea, then Battleship will set your 
sails aflutter. Based on the classic pen and 
papar game you have to take control of the 
watiry mass they call 'the sea'. But this ain't 
no-fehing trip: multiple fleets, supercarriers, 
fighter-bombers, helicopters and Island ; 

all included in this 3 D thriller. 
'Anymnfeve to do is»fnswer the following 
question: 

What is the sea? 
m |(|)t oLsalt y wbtgr with iish in it 

b) ,a prel^fefcric creature 

c) a hill of beans 







mim'iK 


i 


KITE’J^WERED 


SAIt^ROWERED 


Imagine recreating the thrill of surfing or 
snowboarding anywhere you v^anted to. Well now 
you can thanks to this ingenious two-wheeled 
rudHEboy of a craftwhich recreates thrills you can 
only gtt on the crest of a wave or alpine 
mountainside^The Dirtsurfer has a unique 
patented in-line design which allows fluent 
tMnsitions from turn to turn, mimicking the feeling of ^ 
snowboarding and surfing. It makes in-line skating look 
like a pastime for middle-aged morris dancers. 

Remarkably easy to ride, highly responsive and not greatly 
effected by seasons and weather, the Dirtsurfer is suitable for 
sM types of terrain, including grass, dirt and tarmac. It can even 
be used on flat land due to the large free=r iding w heels. It 
incorporates a ‘deadman’s’ style brake which is always on until your 
foot is placed on the button ensuring the boaHi stops if you dismount 
or fall off. Basically it’s more fun than watching a tag team wrestling bout 
between the Spice Girls and All Saints. 

To win one of these bad boys all you have to do is answer this simple 
question: 

How many wheels does a Dirtsurfer havB? 

.^^a) One 
'' b) Wo 
c) 13 ipee 


A unique two-wheei, in-line design allows 
fluent transitions from turn to turn, mimicking 
the feel of surfing and snowboarding. 




niNE: 0906 302 1007 

ask the person who pays the phone biii for permission before making your call. 
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S/£M 

GUM niBISIIM 2 


■ PUBLISHER: SONY ■ DEVELOPER: POLYPHONY ■ RELEASE: OUT NOW ■ FORMAT: PLAYSTATION 



P ushing the series even further GT2 brought more tracks and cars to the series, and even better graphics. Described by Console Domain as "the best 
racer ever - until MSR, that is. Allowing you access to licensed cars, 550 in total, and a realistic driving experience we can highly recommend this 
game. With crisp artificial intelligence, stunning replays, great controls and an even better feel with a steering wheel this title still gets our engines 
revving. And with a soundtrack provided by Apollo 440, Beck, The Cardigans, Garbage and The Foo Fighters who can complain? RRP: £20 


imiH ami MiictRiiiig _ 

M PUBLISHER & DEVELOPER: EMPIRE M RELEASE: OUT NOW ■ FORMAT: PC 



H idden and Dangerous was an instant classic as soon as it was released. Depicted from a first and third-person perspective, this real-time strategy 
shooter is set back in the early days of World War II. You are tasked with the command of the then newly-formed SAS regiment, given the job of 
carrying out covert operations deep inside enemy territory. Full of atmosphere and heart-pumping action you'd have to be ein dumkopf to miss out-on this 
game. RRP: £10 


COHPtTITlOH 

Boom! WeVe got an Xplosiv competition to brighten up the dark winter 


nights. And seeing as it's the festive season, we've got a extra special 
offering from Empire's Xplosive range of budget titles. The Xplosive 
range features 12 top titles (Hidden & Dangerous, Fly, MiG Alley, Stars, 
Nocturne, Eastern Front 2, GTA 2, Hidden & Dangerous Misson Pack, 
Airport Inc, International Cricket Captain 2, Spec Ops 2) and the first 
five entries drawn out of the GDO hat will have a choice of any six. All 
you have to do is answer this question: Hidden and Dangerous is set in 
the early days of which war? 

A) The Boer War 

B) Robot Wars 

C) The Second World War 

Send your answers to on a postcard or sealed-down envelope to: 
Xplosiv Competition, Games Domain Offline, 435 Lichfield Road, 
Birmingham B6 7SS, before January 30, 2001. State on your entry 
which six games from the choice above you would like should you win. 
Alternatively, phone our competition hotline on 0906 302 1007. 

Hotline calls cost 50p/min and should last no longer than two minutes. Always ask the person 
paying the bill before you make the call. The Editor's decision is final, and no correspondence 
will be entered into. 
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Choose your character, get a life, Dlow your mma! 



Addicted? You will be in... 





maKE ir real 


You'll be seeing red it you miss this offer! 


FUNHOUSE, 31 HIGH STREET, CRAYFORD, KENT. 

LEE'S GAMES, 9 MARKET GATE, LANCASTER. 

FANTASY WORLD, 48 STAFFORD STREET, HANLEY, STOKE 

GAMESWORLD, 34-36 HIGH STREET, MARGATE, KENT 

GRAINGER GAMES, 207 WHITLEY ROAD, WHITLEY BAY, TYNE & WEAR 

HAMLEYS, 188-196 REGENT STREET, LONDON 

VIRTUAL GAMES, 9 MARKET STREET, BRACKNELL, BERKS 

SOFTWARE STORE, UNIT 13 REINDEER COURT, THE SHAMBLES, WORCESTER 

SWAP CARTS, HOWGATE CENTRE, FALKIRK 

MICRO MARKETS, 4-6 STROMGATE, KENDALL 

WARP NINE, STATION PARADE, HARROGATE 

GAMESCENE, 723 FISHPONDS ROAD, FISHPONDS, BRISTOL 

GAMESTATION, UNIT 108A HALLE MALL, ARNDALE CENTRE, MANCHESTER. 

GAMESWORLD, 283 DUMBARTON ROAD, PARTICK, GLASGOW 

VIRTUAL REALITY, ATTLEBOROUGH, NORFOLK 

TRADE GAMES, UNIT J STANIFORTH ESTATES, SHEFFIELD 

GRUTS, 3-5 THE POLLET, ST PETER PORT, GUERNSEY 

ROSS RECORDS, 13 KINGSTON ROAD, PORTSMOUTH 

POWERPLAY DIRECT, 55 TERMINUS ROAD, EASTBOURNE, E. SUSSEX 





BAILEYS NEWS, 1 ELGIN MALL, STONEHOUSE, GLOUCESTER 

























Smackdown2 Crash Bash 

- PSX - PSX 


Tomb Raider TWINE - N64 
Chronicles - PSX O 


Shenmue Mario Tennis 

- N64 


As Sony launches the PlayStationZ across Europe it will make video gaming 
history. Sadly though, it will be for all the wrong reasons. Just like in Japan and 
the US, there simply aren't enough consoles for everyone who wants one. This is 
surely the most bizarre marketing strategy since the days of Henry Ford’s Model T. Where is the 
strategic sense in promoting a product supposedly aimed at the mass market, only for it to be 
available to just a select few? As Sony's TV ad campaign for the console kicks in, I'm sure it will 
just be salt in the wound for many of the disgruntled. 

I recently read an interview with Sony's UK Marketing Director, Alan Welsman, who is quoted 
as saying, "We don't actually want the last four years' worth of PlayStation buyers to be 
motivated to go out and buy a PS2 at this stage." Now maybe I've missed something here, but 
isn't one of the PlayStation2's main assets that it is backwards-compatible with all existing 
PlayStation software? Won't it offer quicker loading times and enhanced graphics with certain 
PlayStation titles? My god, do these people really expect us just to sit back and ignore the next 
generation? Maybe this is all part of a plan to start sending us back in time? 

Ok, I'll admit it now I've vented my utter frustration - I was too lazy to pre-order my PS2 and 
now I can't get one! But I've played all the launch titles and have to say I'm more than happy 
with my Dreamcast. Anyway, I'm fortunate enough to play on the office PS2 should the need 
arise, but I can't help wondering about all the Christmases that will be spoiled. 

Emk me your thoughts at gareth@consoledomain.com and please feel free to send me a 
spare PS2 you may have. 


NB4 
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Daytona - DC 


The Getaway - PS2 

REVIEWS 


Zelda - N64 SSX - PS2 


Cannon Fodder 
-GBC 


Donkey Kong 


GBC 
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Timesplitters 

- PS2 
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■ PUBLISHER: SEGA ■ DEVELOPER: AM2 ■ FORMAT: DREAMCAST ■ RELEASE: EARLY 2001 


DAYTONA USA ONIINE 



.. _ .. hile rumours have been coming and 
going even more frequently than 
* England football team managers, Sega 
has finally come clean and shown the world a 
glimpse of Daytona on the Dreamcast. 

Sadly, while Sony pulled off a near flawless 
conversion of Ridge Racer for the launch of its 
PlayStation back in 1995, Sega struggled with a 
sub-standard port of Daytona for the Saturn. 
However, with the vastly improved power of the 
Dreamcast, expectations are high for the arcade- 

“Rumour has it that 
Dreamcast owners may he 
treated to a version enhanced 
from the wismar 

perfect conversion we have longed for. In fact 
rumour has it that Dreamcast owners may even 
be treated to a version enhanced from that of 
the original with improved graphics and a higher 
resolution with a blistering 60 frames per 
second. Expect the cars to be packed with even 
more polygons for added realism too. 

As is the norm for arcade-to-console ports, 
more game modes will be offered as well as 
many of the old tracks grouped together for the 
first time. In addition to the tracks from the 




original arcade will be tracks from the 
Saturn championship edition, the PC Circuit 
Edition, a rumoured track or two from 
Daytona USA 2 and several Dreamcast 
exclusive courses. 

Expect to see up to 20 cars on-screen at 
any one time as drivers jostle for positions, 
making pile-ups in corners a likely 
prospect. Quite simply it will be a matter a 
relying on your instincts and flooring the 
gas pedal as you head straight through the 
heart of a crash scene at breakneck speed. 

Just make sure you don't get mashed into 
the side-walls, leaving your car a crumpled 
wreck! 

Given that there is a reference to online 
facilities in the game's title, Sega has assured 
the gaming public that it will be fully 
compatible with SegaNet. The most likely 
possibility is for players to be able to compete 
in online races, although the number of 
competitors has yet to be confirmed. 

Currently scheduled for a Japanese release on 
December 21, we are expecting a European 
release early next year. If this version lives up 
to its arcade heritage, we will truly be in for 
something special indeed. As with Metropolis 
Street Racer though, it's just a mighty shame 
we've been kept waiting for so long. 


For many hardcore gamers, Daytona 
USA's appearance in the arcades during 
the 90s was a monumentai event. 
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I ■ PUBLISHER: SONY ■ DE VELOPER: TEAM SOHO ■ FORMAT: PLAYSTATION2 ■ RELEASE: 2001 


I n the dark and seedy underworld of vice 
and corruption, Mark is a professional 
bank robber, trying in vain to leave his 
past behind him. When his son is kidnapped 
by gangland boss Charlie Jolson, Mark has to 
make an unwilling journey back to the world 
of dark and dodgy dealings to take on the 
most feared man in organised crime. 

Stepping into the shoes of both a professional 
criminal and an embittered police detective, 
players will get the chance to see the story 
unfold from two completely different characters, 
each with their own agendas. A total of 24 
missions will be accessible - 12 for each of the 
game's characters. 

Over 50 square kilometres of London have been 
recreated as a setting for your gangland 
activities. In a similar vein to the controversial 
Grand Theft Auto, players can either explore on 
foot or steal a car and go sight-seeing. From 
Kensington Palace to the Tower of London, each 
location has been recreated down to a T. Up to 
50 different cars are at your disposal, all of 
which are based on real-life models, although 
it's not yet known whether the game will feature 
the official licences for specific manufacturers' 
vehicles. Bond-style car chase fans will be 
pleased to know that driving cars on two wheels 
down back alleys, flying overjumps and pulling 




off rubber-burning skids will all be possible. 

For the ultimate in realism, the developer. 
Team Soho, has used actors to integrate more 
depth into the character roles, fusing the 
interactive fun of video games with the high 
production standards seen in Flollywood. A 
scriptwriter and art director from the film 
industry have also worked closely with the 
production team to ensure the game runs with 
the smooth precision of a movie. 

The Getaway will attempt to recreate a real 
world environment with pedestrians and other 
drivers going about their regular 
business. Naturally, your trail of 
reckless driving and widespread 
mayhem will be all too evident as you 
go about your gangster business. 

Missions will involve tailing kidnappers 
by car, pursuing suspects on foot 
through buildings and even dodging 
enemy gunfire, while returning fire. 

From these early details, The 
Getaway sounds as though it could 
well be as groundbreaking as when 
Driver first hit the PlayStation scene. 

We can't wait to find out whether it 
will achieve this lofty goal. In the 
meantime, feast your eyes on these 
tasty screens. 
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B umper to bumper with several previous 
Top Gear titles comes the latest wheel- 
spinning action title from Kemco. In a 
radical departure from the usual track-based 
hardcore racing action, Top Gear Dare Devil 
promises an altogether new slant on the driving 
genre, with frantic free-roaming driving needed 
to complete each mission. 

In the single player game, most of your time will 
be spent in the career mode, where you have to 
unlock new cities and cars as you progress through 
the 27 missions. Rome, London, Tokyo and San 
Francisco offer picturesque locations for your city 
centre calamities, each being recreated with 
impressive detail. Your basic aim within missions 
is to collect a certain number of coins scattered 
around the city and then burn it to the finish area 
within the strict time limit. Other collectable 
items include time bonuses, instant nitro bursts 
and keys to unlock new cars. 

Even though it's not possible to damage vehicles 
- you simply gain points for collisions - there's 
still plenty of chaos to create by smashing your 
way through the rush hour traffic. Even in the 
smallest car, a Fiat Cinquecento look-alike, (TGDD 


has no official manufacturers' licences) you'll still 
be able to smash through shop windows, knock 
other cars out of the way and even re-direct 
buses! While each mission varies very little from 
the next, tactical awareness becomes increasingly 
important as time limits become more stringent. 

Essentially though, once you have completed all 
the missions and unlocked every car, there's little 
reason to return for more action, which is where 
the multiplayer modes come into play. Offering a 
choice of straightforward racing, pass the bomb 
and collect the most coins games, there's a decent 
amount of fun to be had challenging friends to 
some split-screen rivalry. 

Although passable graphically, overall TGDD feels 
slightly rushed and could have done with a bit 
more thought. Police cars patrol the streets and 
freely let you smash into them without even the 
slightest hint of a siren or attempted arrest. 
Likewise rival gangs or racers would have spiced 
up the proceedings tenfold. It would also have 
been nice to see more mission variety as there's 
only so many coins you can collect without going 
insane. 
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■ FORHA^ PLAYSTAT 

■ publishsi kemco 

■ PAPAYA S' 

■ OUT NOW 


GD ONI <ww».eonsoleclomam!c( 


reviews/Top,6ear,Dare_Devil.h^ffii 


+ Excellent visuals 


+ Fun in short spells 


+ Multiplayer mode 
adds longevity 


Missions can become 
repetitive quickly 


Feels slightly rushed 







WORDS: GARETH HOLDEN 












































■ forhat: playstation 

■ publisher: SONY 

■ deueloper: INSOMNIAC GAMES 

■ release: out now 


GD ONLINE: www.consoiedomain.fi&, 
reviews/Spyro_Year_OfJhe_Dragon.t^! 


+ Great diversity in 
gameplay 

+ Brilliant graphics, 
imagination and 
colour 

+ Remarkably good 
soundtrack 

- Tricky control 
configuration 




SPYRO 


vnn M m wiMN 


S pyro the Dragon is all set to wing it onto 
the PlayStation for a third time in Spyro: 
Year of the Dragon and this little fella's 
got enough fire breathing antics to get you 
all steamed up. 

The aim of the game is to rescue magic eggs 
from a wicked sorceress. The fiendish witch has 
scattered them over four worlds, each of which 
have portals to different Realms; 36 in all. They 
are easy to navigate and hold a stack of freebies 
for you to collect and mini-games for you to 
complete. As you make your way around you will 
have to collect gems to buy services and set free 
creatures by paying Money Bags (who holds the 
Sorceress's purse strings). You will also have to 
collect energy for your pet Dragonfly, Sparx, 
because if he's not well then neither are you. 
Finally you will have to fend off a host of enemy 
soldiers deployed by the Sorceress to guard the 
eggs. You are given eggs by 
completing tasks for characters 
that you meet on your journey, 
by capturing them from 
enemies or 
performing 
great physical 
feats to reach 
their hiding 
places. 
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As well as Spyro, you take on the roles of 
some of his friends throughout the game - like 
Sparx, whose small size means that he can fit 
into places other Dragons can't reach. You can 
also play as Sheila the Kangaroo, Sgt Byrd, 
Bentley the Yeti and Agent 9. All of the 
characters have different skills and attributes 
and contribute a lot of diversity to gameplay as 
well as being huge amounts of fun to control. 

The range of challenges and mini games in the 
title means that there's no chance of you 
getting bored. Spyro skateboards, flies, swims, 
races on the speedway and Bentley has to step 
into the ring and box! The amount of detail, 
imagination and colour is brilliant. The sound is 
entertaining and unlike some games in the same 
genre, not annoying at all - shocking news! 
Spyro and his friends move around with comedic 
appeal and class and controlling them is easy 
once you've got your head around the 
configuration. 

Finding something 
negative to say about the 
game is difficult, because 
compared to the array of 
mediocre 3D platformers that 
have been released, Spyro: The Year 
of the Dragon is a breath of fresh 
fire. 


WORDS: JAYNE BOWEN 
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Termina; get 

hold of his Ocarina; confront the Skull Kid and 
nab the mask. To top all that, a strange moon 
looks like it's going to crash into the planet and 
a there's a mass of Termina residents to keep 
happy to boot. 

When playing the game there are a couple of 
integral aspects you must use to ensure success. 
Termina exists on a three-day time cycle; 
different things happen at different times in the 


you will find in the game is the first thing to 
master in your handling of your task. The second 
is using the collection of masks to aid your 
quest. Each mask you find will give you special 
powers and some are essential to your smooth 
progress through the game. Aside from that, 
there are brilliant challenges and mini-quests 
you can complete for inhabitants of Termina, 
rewarding you either with things you'll need or 


Flower Power took on a whole new 
meaning for Link. Either that, or he 
realised those pills the bloke down the 
pub gave him weren’t aspirin after all. 


T he waiting is finally 
over; The Legend of 
Zelda: Majora's Mask is 
here and looks all set to 
receive the same kind of 
adoration as Ocarina of Time 
did in 1998. 

Our story begins as Zelda 
hero Link is returning home 
after his last adventure. On the 
way he's accosted by a character called Skull Kid 
who, he later discovers, has possession of a very 
powerful mask. To cut a very long story short. 
Skull Kid puts a curse on Link (turning him into 
a weak and imp-like Deku Shrub), thieves his 
Ocarina, (which holds special powers including a 
healing spell and the ability to control the flow 
of time) and 
gets away on 
his horse Epona. 

Link is given 
three days to 
explore his 
surroundings, 
the land of 




day. If you are in the town, shops will shut. 
Night falls, day breaks and certain key events 
with which you need to deal will only happen at 
certain times. After the three days are up, the 
moon crashes into Termina and Link is 
transported back through time to the first day. 

Using the Ocarina and other time-moving items 


“Get ready for some mask-olflimnt 
(GhoiUe) gamepiay, because this Is one 
title that’s geing te be hard to nut down’’ 
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revealing useful information. Aside from that 
Link has an array of weapons, bombs and other 
items that he can buy with currency he finds 
along the way. He is also granted magical 
powers. 

The range of challenges and tasks you have to 
complete is so vast and diverse that there is 
always something new and fresh to try. As you 
wander around, some puzzles really stand out at 
you and those that seem more obscure will fit 
into place as you discover more of your 
surroundings. Because you can relive the same 
days over and over again, you may be better 
equipped to deal with some situations you 
encounter on returning to them later in the 
game. For example, one of the first events you 
will come across is an old lady being mugged for 
her bag full of bombs. When you first witness 
the crime you may still be under Skull Kid's 
curse and not strong or fast enough to capture 
the thief. After you manage to heal yourself and 
get back to your normal, human status you can 
travel back in time with a sword and the 
prowess to defeat the criminal with ease. 

Majora's Mask is a massive game, with fantastic 
landscapes, brilliant mind-bending tasks to 
complete and enough scope and freedom for you 
to explore your surroundings exactly as you 


want. The colour, imagination and premise make 
the game not only gripping to play but beautiful 
to look at as well. The fairy tale storyline, that 
harks back to the dark-but-playful stories 
written by the Brothers Grimn, is a refreshing 
change from cartoony RPGs with wide-eyed 
characters and very little plot and injects 
atmosphere into your adventure, which is 
mirrored in the ongoing emotive soundtrack. 

This latest Zelda game manages to be really 
lengthy without becoming boring or staid. There 
are things that you are sure to miss the first 
time around and the game is so appealing that 
playing through it for a second time is 
something that you will probably want to do 
anyway. The colour and graphics in the game are 
flawless and your quest to find Majora's Mask is 
more intriguing and thought-provoking the 
deeper you get into the game. 

Zelda fans are sure to love this instalment and 
newcomers will find that they can easily play 
the game without having to go back and play 
Ocarina of Time. So hook up your N64 and get 
ready for some mask-nificent (chortle) gameplay, 
because this is one title that's going to be hard 
to put down. 
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R egarded by many as the most promising 
title featured in the PlayStation2's 
somewhat lacklustre launch line-up. 
Electronic Arts' SSX is primarily a downhill 
snowboarding title, where the aim of the 
game is to be the first of the contestants to 
cross the finish line. 

Rather than have a dedicated trick button, SSX 
relies on the player executing various button 
combinations to perform a trick. If you manage 
to pull off a trick successfully (that also involves 
landing properly), you will receive a score bonus 
which, in turn, rewards you with a limited speed 
boost. The greater the score for the trick, the 
more generous SSX is with the amount of boost 
you receive. The more demanding courses require 
you to pull off as many tricks as possible in 
order to receive the necessary boost to finish in 
a respectable position. 

There are two separate game modes, World 
Circuit and Single Event, as well as four event 
modes - Race, Showoff, Freeride and Warm-up. 

Each of the courses are intricately detailed, 
with EA Sports utilising the advanced 
PlayStationZ hardware to produce some of the 
crispest mountainside visuals ever seen in a 
video game. Hairpin bends, icy chicanes and 
huge jumps are all part of SSX's make-up. The 


courses are so varied that each time you 
compete there's always something new to 
discover, be it a shortcut, power-up or a way of 
obtaining optimum air to execute new tricks. 

Characters are also beautifully modelled and, 
bar the occasional frame-rate drop, it's very 
difficult to fault SSX's visual splendour. 

SSX borrows from a number of older video 
games, such as Electronic Arts' own Road Rash, 
and allows you to push, punch and kick 
opponents into an early, icy grave: especially 
useful if you have had a poor start. 

Much has been made of SSX's use of audio - 
developed by Mix Master Mike of Beastie Boys 
fame and also Rahzel of the Roots - which reacts 
to the way the player performs, an appealing 
innovation. 

The additional touches aren't just a feature of 
the game's audio. The amount of extras available 
to unlock - which range from additional tricks 
through to the bonus course and extra costumes 
- mean that SSX offers a fair degree of value for 
money. 

SSX is definitely a very accomplished game 
and, as a first-generation PlayStation2 title, 
provides a real glimpse of what lies ahead for 
adopters of Sony's latest box of wonders. 
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METROPOIIS STREET RAN 



BIONIC 



registration plate, window tinting and hard or 
soft-top options for different weather 
conditions. 

With a new motor at your mercy, you have the 
option of time trials or quick races, but most 
will head straight for the main street racing 
mode, simply because all cars and tracks need to 
be unlocked there first. You'll be amazed at the 
depth of this mode, offering 25 chapters, each 
with ten challenges to complete. Certain tasks 
see you racing purely against the clock to 
progress, while others offer more direct 
competition in the form of one-on-one races and 
championship battles against up to four or five 
other similarly matched competitors. At the end 
of each race, your total score or Kudos rating is 
calculated from skill and style points, minus any 
penalty points for hitting scenery or other cars. 
By amassing a certain total of Kudos points 
across the chapter, you can then progress onto 
the next, which upgrades to racing faster cars. 
However, this is not as easy as it sounds and 
right from the off, you'll have to race to near 
perfection to progress. 

Starting off with entry-level sports roadsters, 
the next upgrade is to an Astra coupe, which 
seems a strange progression, as it doesn't feel 
any faster, although it does have sharper 
handling. You then get to move onto the likes of 
the Peugeot 206, Mercedes, Renault Clio Sport 
172, Mitsubishi FTO, Audi TT and the mighty Evo 
VI, although there are loads more cars to collect 
along the way. > 


H aving experienced more delays than a 
typical day spent at a UK train station, 
you'd be right to question just how 
much Bizarre Creations cares for its 
consumers. However, as soon as you boot up 
Metropolis Street Racer, it becomes 
immediately apparent just where all the time 
and effort has been invested and it won't 
take an awful lot longer for you to realise 
that this is currently the best driving game 
money can buy. 

Opening up the proceedings, a dazzling display 
of Vauxhall's new VX220 being put through its 
paces under the cover of darkness, shows the 
detail of the translation. You are then 
introduced to the notion of Kudos: a new way of 
thinking and a new language. Technically this 
refers to praise given through achievement, but 
for me amounts to the level of 
street-cred you earn by 
thrashing your 
car to its 


“GraphicaHy, Metropolis Street 
Racer screeches past any 
console game on the market 
at the moment...” 


limits, while maintaining some degree of style 
and control. 

San Francisco, London and Tokyo have been 
created as the settings for your tarmac 
terrorism, with incredible attention to detail. 
Across the cities, over 85 circuits are available; 
some circuits may share the odd corner but they 
still offer plenty of variety. Directional road 
signs make it simple to race routes for the first 
time, although when you're tearing through the 
narrow Tokyo market streets just the slightest 
mistake can be massively time consuming. 

Starting out, your garage is empty and to earn 
a set of wheels you have to challenge for one of 
the few available cars. Initially this is between 
lazda MX5 and MGF soft- 
an ideal entry into the 
;. Once you've chosen 
like, you'll have to head 
treets and prove your 
worth by beating a certain lap time, 
after which you win the keys to the car. 
If only things were this simple in real 
life! You'll even get to choose the colour. 
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the cities, you'll be able to pick out your 
favourite boozer, local Pizza Hut or nearest 
landmark. While Tokyo offers plenty of bright 
lights and high-tech architecture, San 
Francisco's smog-filled financial district and 
undulating roller-coaster streets are always 
going to cause havoc for racers. Of course, 
London was our preferred location. The chance 
to donut around Trafalgar Square and tear 
through the tranquil surroundings of St. James 
Park and Westminster at breakneck speed 
without a single jam sandwich or traffic jam in 
sight was like a dream come true. Whichever 
city you prefer, the silky-smooth textures and 
incredible light-shading effects gel together to 
create a unique atmosphere for each location. 
There's no pop-up scenery, or problems with 
collision detection, and you can even see the 
details of your driver moving his hands to spin 
the wheel round and change gear. 

Another innovative feature makes full use of 
real-time clock settings, where you set your 
local time at the start of the game and it is 
then saved into the Dreamcast's memory. This 
then affects the lighting during races according 


Plenty of development time has evidently 
been invested into car performance and 
handling: just like in Gran Turismo, you can 
almost predict how each car will handle before 
you've even driven it. Clipping any bordering 
objects cuts your Kudos, but driving like a 
granny will score you no skill, so it's best to rely 
upon your boy-racing instincts, but apply 
caution for tighter corners. Those keen on 
precise details will appreciate the way each car's 
suspension acts independently and body rolls as 
weight is transferred through corners and the 
respective corrective oversteering needed. We 
also appreciated the realistic use of the 
handbrake, where you can't expect to be able to 
swing off a handbrake turn when doing over 
lOOmph. Instead you'll have to slow right down 
and point the nose of the car into the bend 
before applying the handbrake for that 
successful, yet drastic change in direction. 

Graphically, Metropolis Street Racer far out¬ 
paces any game on the market at the moment: 
you'll be transfixed by the sheer aesthetic 
qualities that bring each city to life. Such is the 
attention to detail, if you're familiar with any of 


REPUY THE CRUISE 


Check out the post-crutse highlights 
as you bask in all that gloc^ 
Assuming you didn't Idse^ that is. 
The replays also give you a great 
chance to show off MSR's beautiful 
graphics. 
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PERFECT DRIVING POSITION -i 

Get down and 
personal in 
your sports 
car of choice. 
Crank up your 
ICE and get 
ready to rip up 
the roads. 

MSR cars 
include the 
Nissan 
Skyline, Audi 
TT, Lotus 
Elise, Mazda 
MX6, and even 
the Vauxhall 
Astra. Honest! 




to the time of day you actually play them. So if 
you're playing the game during the daytime in 
the UK, the London races will be in full 
daylight, whereas the Tokyo and San Francisco 
races will take place under the cover of 
darkness. 

If you're the sort of person that understands 
what ICE stands for (in-car entertainment, by 
the way!), then you'll surely appreciate the 
aural delights offered as an extra novelty. For 
each city you can twiddle the dials of your 
radio to tune into one of several local radio 
stations, each offering different types of tunes, 
from headbanging rock to head-swaying mellow 
jazz. Alternatively, you can use the car's CD 
changer to listen to one of nine CDs. 

Metropolis Street Racer has a few minor faults 
that if sorted would have made this a near¬ 
perfect driving experience. Firstly, the difficulty 
level is certainly challenging and will no doubt 
deter the casual gamer. Another minor niggle is 
that more stats could have been included to 
detail car's performance, so rather than just 
telling you the bhp, weight and drive pattern it 
would have been much more useful to provide 


0-60mph figures and top speeds. 

Worrying details have also emerged recently 
regarding MSR's quality control. It seems to be 
occasionally possible to finish low down in the 
order, but still win, and there are some 
problems with the kudos system. Those 
encountering these problems should phone Sega 
for a replacement copy. 

Two-player, split-screen mode completes the 
equation, successfully converting the joys of 
the single player mode into fun for two. While 
sacrificing only minor graphical detail, the 
speed and handling are kept the same to 
provide the potential for many an all-night 
racing session with your buddies. 

Though it has seemed like an eternity for 
Metropolis Street Racer to reach completion, it 
has certainly been worth the wait. Featuring 
the best graphics seen in any driving game, 
incredible attention to detail, real cars, real 
cities, rewarding handling and a fantastic two- 
player mode, this ranks as the finest driving 
game currently available. It's a real shame that 
it couldn't have come sooner to convince 
punters of the Dreamcast's true potential. 


■ format: DREAMCA 

■ publxsher: SEGA 

■ OEU^OBQ^ BIZARRE 

■ l^LEASe: OUT NOW 
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+ Best racing game to 
date 

+ Loads of cars, loads 
of tracks 

+ Awe-inspiring 
graphics 

+ Stacks of longevity 

- Can be difficult in 
places 

- Shame it has taken 
so long to hit the 
streets 

- Bugged 
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■ format: DREAMCA| 

■ publisher: SEGA j 

■ deueloper! RASTER | 

■ release: out now I 


GO ONLII^: 

www.consoledomain.co.uk/cheats/Oream( 


+ Online first-person 
shooter on a console! 

+ Excellent graphics 
and smooth frame 
rate 


+ Atmospheric sound 
effects 

+ Online or offline 
multiplayer games 
are great 


- You really need 
mouse and keyboard 
to be a true pro 


These three failed 
the audition for 
Charlie’s Angels 


D ating back to 1996, the Quake series 
has remained massively popular in the 
PC community. Now Quake III has 
arrived on Dreamcast - the latest in a wave of 
first-person shooters to hit next-gen 
consoles. It builds solid foundations for the 
future of virtual combat and gives us console 
fanatics the chance to find out just what all 
the frag-filled fuss is all about. 

Essentially, the principle is simple - run around 
enclosed arenas with the simple choice of killing 
or being killed. At your disposal is a rather small 
range of weaponry, although each gun is capable 
of producing gory consequences. There are 
machine-guns, shotguns, laser-like rail guns, 
rocket and grenade launchers and the mighty 
plasma rifle. Should you find yourself decorating 
the walls and floor, you'll be instantly re¬ 
incarnated, but have to collect up your 
weaponry again. As in Goldeneye, body armour 
is often the key factor to surviving for long 
periods. 

There's a full set of single-player missions to 
work through, divided into a tier system. Each 
tier hosts three levels, where you have to notch 
up a certain number of kills against one to three 
other enemies, followed by a boss level, where 
it's a case of do or die - you or him! There's 
enough difficulty settings here for both novices 
and experts and you can customise your 
controller to suit your exact preferences. 


It's also possible to compete with three 
buddies in a four-way split-screen encounter. 

Free for all, tournament, team play and capture 
the flag provide plenty of variety, although with 
only two players on each team, your tactics for 
capturing the flag are somewhat limited. Even 
still, this method of play works impeccably and 
even though the graphical details are scaled 
down, the game runs smoothly enough to keep 
the action constantly enjoyable. 

Alternatively, you can link up to the phone 
line and challenge other gamers to battle across 
different levels and scenarios. Unfortunately, at 
the time of review, there was not a soul on the 
700-plus servers, due to the game's 
unavailability across Europe. When up and 
running, four people will be able to battle it out 
within each arena, which although short of the 
16 possible in the PC version, should still 
provide compelling combat. 

Graphically, Quake 3 doesn't quite match up to 
the PC's capabilities, but it still churns out top- 
notch visuals at a rock steady 30fps in single 
player mode and a range of awesome sound 
effects complete the experience. 

All in all. Quake III is a top quality release for 
Dreamcast owners. It's a shame for both Sega 
and Dreamcast owners it hasn't been released 
earlier but, still, we can't wait to battle it out 
online - even if we do get toasted! 
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B ecause of the emphasis 
placed on the need for a 
keyboard and mouse, the 
first'person shooter has always 
done well on PC but has 
struggled to achieve similar 
success on console formats. 

TimespLitters, however. Looks 
,et to turn that around. With a 
PLayStation2 safeLy tucked 
underneath your TV, and with 
both anaLog sticks on the Dual 
I , Shock controller to hand, full- 
" I on carnage looks set to be 
■ ' living-room bound with a game 
that promises to give the genre 
a real confidence boost! 
Timesplitters welcomes the PS2 
to our shores, not with flowers or 
chocolates, but with time- 
travelling, robot, zombie and six- 
foot-duck killing action. 

You play the game as one of a 
range of heroes battling against 
the evil alien race that is the 
Timesplitters across different 
time zones, spanning 1935 to 
2035. 

The game features two 
main modes of play to 
begin with: arcade and 
story. Arcade is where you 
take part in a host of one- 
player and team events, 
like a classic deathmatch, 
bag tag (capture the flag) 
and escort. Story mode is 
the bit where you can 
travel through time, 

_ playing as different 
■ characters from different 
eras. These eras include a 
50s village, complete with 
peasants; a sci-fi setting on 
Planet-X in 2020; and a battle 
against the Triads in the 70s 
against an oriental city backdrop. 
When you have completed story 
mode you are then rewarded with 
challenge mode where you can 
take part in a series of mad 
missions like 'Duck Hunt' and 
'Behead the Dead'. The layout 
of the game allows you 
enough scope to swap 
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Timesplitters offers multitap- 
owning PS2 freaks the chance for 
Goldeneye-style four-player fun. Be 
warned though, the speed and 
chaos will make your brain hurt. 


revieiu 


John and Mary hit it off better than Dave 
and Juiie during the double-date 


Lycra and spandex some games girls choose to 
gambol about in! 

Weapons change dependent on the era you are 
playing and range from a sniper rifle to the sci- 
fi handgun. The options you are given to set up 
weaponry and playing preferences are vast and 
cover everything from what Level you want to 
play at to how you want the enemy robots to 
perform and act. This huge range of options 
means that there is something to suit every 
Level of gamer and ensures the title's longevity. 

To capture the essence of the game without 
giving too much away is difficult - but here 
goes. Just as you think the game is finished and 
it couldn't get any better, you are given the 
opportunity to go down to the docks in a 
challenge Level and get heavy with some 6ft 
ducks, tooled up to the beaks. Bizarre. Although 
it's a first-person shooter, you won't believe 
some of the missions that you have to 
complete. The imagination and humour in the 
game is inspired and plays a big part in 
bringing gun-toting action 
successfully to the console. 

Timesplitters is a fantastic 
action-packed game with enough 
premise and content to really put 
the PS2 to the test. Minus 
points are hard (if not 
impossible) to find. The 
graphics are slick, the 
soundtrack is diverse and 
the action is fast, frantic and 
undying. If you're up for 
some zombie-shooting 
action with some comedi 
brilliance and are lucky 
enough to be an owner 
of a PS2, Timesplitters 
will christen your new toy 
with style. 


between levels if you get bored or stuck and 
awards you with a mass of goodies like new bots 
to play, new scenarios and fresh levels as you 
complete each stage. 

Visually the game is brilliant with weird and 
wonderful Timesplitters, robots and zombies for 
you to blast the guts out of. The zombies come 
in police uniforms, farmers' dungarees and girls 
with pigtails; some of them are armed, some of 
them attack with nothing but hanging 
flesh. The way you need to deal with 
your undead enemies differs depending 
on which type of zombie you come 
across. Some will drop Like flies, while 
others will need their heads blown off 
before they stop attacking you. 
Although the goo and gore is kept to 
a minimum compared to some 
bloodfests, blowing the heads off the 
Timesplitters is deeply satisfying. 

The characters you can play are 
equally as colourful and although 
you obviously don't see anything 
of them during gamepLay, you 
do get a Little intro from them 
as you load them up. They 
are all related to the era in 
which you are playing and 
are designed with a subtle 
irony that is present throughout the 
( whole game. Favourites include Det. 
Harry Tipper, who battles the Triads 
in his 1970s flares and shades 
^ combo, and Peekaboo Jones, whose 
love beads and surfing shirt go down 
a treat in the 1960s era. 

Of course there's the obligatory bare 
female flesh and even though some of 
the Ladies outfits are far from church¬ 
going attire, they are far more tasteful 
and well designed than the bits of 


cocket launcher 


bmmy-gun 
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+ Brilliant non-stop 
action ^ 

+ Great introduction to' ;■ 
power of PS2 


+ Comedic aspects 


+ Fantastic gameplay 
and longevity ■ - 


Some may find 
controls tricky 
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H aving recovered 
from the crowd¬ 
hyping chaos of 
WWF Smackdown, THQ is 
now ready to unleash its 
brawnier tag team partner into the homes of 
wrestling fans. Smackdown 2: Know Your Role 
is certain to send you into a frenzy with even 
more lycra-clad, muscle-bound, body- 
slamming superstar action. 

Following a tantalising sequence of video clips 
to set your pulse racing, you'll once again be 
spoiled for choice as to where to stage your first 
grapple-fest. Exhibition mode offers a multitude 
of different match-ups including singles, tag 
team, anywhere fall, hardcore, handicap, king of 
the ring, royal rumble, survivor and special 
events. Within special events you can then opt 
for casket, cage, I quit, ladder, iron man, tic, 
slobber knocker, special referee and of course, 
hell in a cell match-ups. Quite simply, it'll be a 
long time before you get bored, and that's 
without including the enjoyment of wrestling it 
out with three buddies. 

GDO's pick of the special events has to be the 
'hell in a cell' bouts, where you're locked within 
the confines of a steel cage with another crazy, 
muscle-bound superstar. The fun really starts 
when you bash through the side panel of the 
cage and then crawl up onto its roof. 

Scrapping it out - with body slams and 
punches coming from all directions - you'll 
even be able to hurl your opponent from this 
dizzy height. And if that's not hard-hitting 
enough, you can then slam down on top of 
them for the ultimate punishment. Just make 
sure you don't misjudge it! 

As well as all these different events, there's 
also the full career mode, which works in a 
similar way to the first Smackdown, with the 
possibility of forming alliances and arch-enemies 
as you attempt to wrestle your way to the top. 
Plenty more storylines have been included, 
although it is slightly disappointing to see the 
text-based scripts remaining rather than the 
inclusion of speech samples so many of us had 


"Can you see anything down there? 
I’ve been bunged up for days” 


them in real life. Take for example Steve "The 
Lethal Weapon" Blackman. His agility and quick 
hits, based on incredible martial arts mastery, 
have been translated with awesome accuracy. 
Bigger characters may hurl out harder hits but 
are ultimately less responsive. 

THQ has built on the last game, with loads 
more moves being thrown in, from blocks and 
counter-attacks to brutal hits and spectacular 
crowd-pleasing specials. Pulling these off 
depends on both button combinations and your 
position relative to that of your opponent. 
Especially fun is the way you can now slam 
opponents down on to the ropes and they'll 
bounce off clutching the part of their body 
most affected by the move. There are also lots 
more tables around the ring for you to cripple 
your opponent on. 

For the ultimate in back-stage brawling, you 
now have the opportunity to visit VIP rooms, 
parking lots, dressing rooms and even the 
WWF restaurant in New York City. As you throw 
each other around different areas, arrows > 


hoped for. It can also be slightly laborious 
ploughing through every match before and after 
your own, but true fans will no doubt appreciate 
the tension building properties. 

If you still can't find enough enjoyment, then 
there's the opportunity to create your own 
characters, stables, manager, taunts and pay- 
per-view events. For the ultimate in 
customisation, you can now go into much more 
detail, right down to deciding what sort of 
elbow pads your wrestler wears or how long his 
or her hair is. 

In all you'll get to squeeze into the star 
spangled leotards of 50 different wrestlers. The 
line-up is fully up-to-date with every one of 
your favourite superstars included - Stone Cold 
Steve Austin, Shawn Michaels, The Mean Street 
Posse and other absentees do have to be 
unlocked in the pay-per-view events though. 
Each wrestler has his or her own set of standard 
moves and, of course, their all-important 
Smackdown move. Most impressive of all is that 
each wrestler plays in the same style you see 
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indicate which rooms 
can be visited and when 
you can make the transition 
to the new area. 

Correct player entrances and themed music are 
complimented by character models being 
superimposed on top of the FMV to show off 
their incredible likeness. Should you win the 
match, you'll be treated to your character's 
correct celebration. 

Once again, the graphical capabilities of the 
PlayStation are pushed to the limit as the action 
bursts into life. Spectacular lighting effects, 
camera flashes, giant video screens, and 
animated rows of spectators are just the tip of 
the iceberg. It's the awesome detail lavished on 
each wrestler that once again make this every 
bit as enjoyable as the real thing. Let's not 
forget those amazing camera switches in single 
player mode that emphasise the severity of 
those bone-crunching moves, giving true TV- 
style coverage. 

While not seriously detracting from the quality 
of this release, it has a couple of problems. 
Firstly, certain bouts can last much longer than 
they really should. When you've spent a solid 
ten minutes mullering your opponent into the 
canvas and then performed your Smackdown 
move, you don't expect them to then get up 
several seconds later. This can prove to be a real 
pain when you're trying to win a ladder match. 
Another annoyance occurs in tag team matches 
in one player mode, where your character seems 
insistent on facing anyone except the person he 
or she has just slammed to the canvas. 

With the core gameplay addictive as ever and 
plenty more variety injected into the equation. 
Smackdown 2 confidently puts the lights out on 
its predecessor. Though not groundbreaking, it's 
still the ultimate force to reckoned with in the 
world of wrestling games. 
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‘‘Although many of the ideas are 
borrowed from previously successful 
games like Bomberman and Puyo Puyo, 
adding Crash and friends to the 
equation makes this a must for fans of 
Sony's mascot.” 


E very console should have a mascot. We 
all know about the exploits of Sonic and 
Mario, but who has led the charge from 
Sony's corner? Well, although not as 
successful a celebrity as either the spiky blue 
hedgehog or the chubby, Italian, 
moustachioed plumber. Crash makes a 
welcome return to create masses of mayhem 
after four hugely successful outings on the 
PlayStation. 

Although Eurocom 
has taken over the 
reigns from Naughty 
Dog as game 
developers, veterans 
of the series as well 
as newcomers to 
Crash's crazed antics 
will instantly love 
this latest instalment of the series. While three 
of the previous outings have conclusively proved 
Crash's place at the summit of the 3D level- 
based genre. Crash Team Racing stormed to top 
the podium in the karting forum. Now it's Crash's 
turn to gatecrash the party as Crash Bash once 
again ventures into unfamiliar territory. As its 
name suggests, the "bash" element centres 
around party play and if you haven't yet 
invested in a multitap and a few extra 
controllers, then there's no better excuse to 
splash out than this. 

Starting out, the first task is to select one of 
eight characters including Crash, Coco, Tiny and 


Dr Cortex. In single player challenge mode, 
those familiar with the Bandicoot platform 
game series will instantly feel at home with the 
set-up, where each set of levels is grouped 
together within different zones. Progression 
between zones can only be achieved by 
conquering each level, although as usual you're 
not restricted to which one you attempt first. 

Of the many different challenges - there are 
seven zones, each hosting four mini-games plus 


a boss area - the first challenge is to defeat the 
computer opponents three times to win the 
gold cup. Next up, you'll have to vie for the 
green gem, where the stakes are upped. Your 
task is made even more complex when you later 
attempt to obtain the silver crystal. In effect 
this makes you replay each challenge at least 
three times, which is a sneaky yet effective way 
of increasing the game's longevity. As ever, it's 
maybe best to steer clear if you don't have 
much patience, as some of the more testing 
levels will really push your temper to its limit. 

Crash Bash's level content and structure is 
what makes the game so fiendishly addictive. 


“While there's plenty of replay value in singie 
piayer mode, thanks to some tough chailenges, 
the game really excels with four piayers hattling 
head to head” 
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The Crash BaLL game, for example, is comparable 
to a four-way version of the very first black and 
white ping-pong games. Here you have a square 
arena and you each have to defend your side of 
it with your character sat in a moveable pod. As 
balls ping around the arena, if you let one past 
you, then one of your 15 lives is lost. Once 
there are more than about five balls zipping 
around you'll be in a fit of giggles as you 
frantically try to follow each one and predict 
when it will be a threat to you. 

Equally amusing though is the Polar Panic 
game, which sees each of the four characters 
mounted on a polar bear. Within the confines of 
a small circular rink, you have to bash into each 
other, trying to knock one another off the side 
of the rink. The last one standing wins. Combine 
this with wacky power-ups and the inch-perfect 
physics of the recreated slippery ice and you're 
guaranteed a barrel of laughs. 

As you collect the gems and emeralds needed 
to progress into each new zone, basic game 
structures are maintained, but new twists and 
turns spice up the proceedings. Take for example 
the Pogo Painter game, where instead of 
jumping around a square playing board on a 
pogo stick, each player gets upgraded to roam 
around in tanks and the gameplay switches to a 
style largely reminiscent of Bomberman. 

Dropping mines, firing missiles and dodging 
explosions makes for some frantic on-screen 
battling. There's even a game that borrows 
heavily from Puyo Puyo, but with TNT crates and 


Nitro boxes to blow your opponents to 
smitherines. 

When playing against the computer you can 
naturally improve your skills to gain that crucial 
advantage over your buddies for those 
multiplayer sessions in the tournament and 
battles modes. Although some of the games 
allow luck to take precedence over skill, there 
are still plenty of sneaky tactics to be learned. 

At times though, the computer player does allow 
you to employ cowardly tactics and take a back 
seat, while the computer happily kills itself off, 
but it's unlikely you'll go unnoticed when 
playing with three other humans. 

Graphically, Crash Bash is everything fans 
could hope for, blending garish colours for those 
familiar cartoony effects, with highly-detailed 
animations to make a spectacular experience. 
Eurocom has certainly had no problems in 
carrying over the series' wacky theme into this 
party extravaganza. 

While there's plenty of replay value in single 
player mode, thanks to some tough challenges, 
the game really excels with four players battling 
head to head. Although many of the ideas are 
borrowed from previously successful games like 
Bomberman and Puyo Puyo, adding Crash and 
friends to the equation makes this a must for 
fans of Sony's mascot. Though not quite a 
classic, this is certainly a must-have for four- 
player frivolities. 


Something seemed a big pongy, untii 
we realised Kevan hadn’t bathed this 
month. 
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L ara Croft is 

probably the best- 
known cyber star ever. 

Fronting ad campaigns and 
appearing in ultra-hip 
magazines are among her many 
achievements. Understandably, 

Lara's untimely 'demise' in her last 
outing. The Last Revelation, 
stunned her legions of fans. So 
what's the score? Is she dead, or 
just waiting to make a perfectly- 
timed entrance back into our lives? 

The game opens at Lara's memorial 
service. After a fantastically moody, dark 
movie showing off a huge statue of Lara 
standing proud in the rain, we follow three of 
her old friends as they gather around a 
roaring log fire to discuss her past antics over 
a couple of sherries. They can't really believe 
she's dead and wonder if their golden girl might 
still return to them. As they wait to find out, 
the trio talk fondly of our heroine and recount 
four very different missions she undertook whilst 
she was alive. This is where you come in, taking 
Lara through these missions, era by era. Before 
the game is through you will have joined Miss 
Croft in a jaunt around Rome, aboard a German 
U-boat, as a whippersnapper with pigtails 
investigating an haunted Irish island and, 
finally, tackling a Mission Impossible-style 
assault through a high-tech building. 

Chronicles' strengths lie in a number of new 
addition. Lara has a number of new moves, the 
best of which is a well-animated tightrope walk 
which requires you to carefully adjust her 
balance as she sways from side to side, making 
sure she doesn't fall. It's not that difficult, but 
it adds interest as you try to navigate your way 
around rooftops or over inaccessible rooms. 

Aside from that, Lara gambols, leaps and cavorts 
as she has always done and Tomb Raider 
veterans will have no trouble in picking the 
game up and getting on with the tasks 
in hand. 

Puzzle aspects to the game are 
pretty much standard Tomb Raider 












With a wardrobe Posh Spice would kill for, 
Lara’s looking pretty healthy for a dead bird. 


stuff: pulling chain A to open 

door B; flicking switches and then 

running for a timed event; and 

finding correct combinations. This . 

is not to say they are easy to 

figure out. They are still as 

infuriatingly mind-boggling as 

usual and will keep you engrossed 

until you find your way forward 

into the next part of the game. 

The puzzles come into their own 

in the submarine and high-tech 

assault levels where old concepts are brought up 

to date and Lara has to dodge cranes, alarms 

and X-ray machines. 

The game's premise looked like it was going to 
be just a way to squeeze another adventure out 
of the trilogy from snippets of the other titles in 
the series, but, in fact, it's fresh and works well. 
The diversity of the levels means that Lara must 
use her physical strength in Rome, cunning and 
stealth in the submarine and brains as she 
adventures as a small girl on the haunted Irish 
island without any weapons. This means that 
you have to think about how you are going to 
handle each section of the game and best use 
the abilities and equipment available to you. 

This variety shows Tomb Raider in another light 
and is a refreshing change from the mass of 
ancient ruins we've seen over the years. 

Chronicles is not without its flaws though. 
Graphically it could be better; major problems 


are infrequent, but do detract from 
the overall look of the game 
nevertheless. You can occasionally 
see through doors and through 
blocks that are obviously going to move at some 
point. Solid structures and pillars become 
jagged, Lara sometimes runs through the edges 
of walls and at one particularly hairy moment in 
the game she disappeared into thin air 
altogether - just what you need when dangling 
over molten lava! The PlayStation versions of 
Tomb Raider games are starting to look a little 
bit dated but, as it stands, it's probably one of 
the stronger additions to the Tomb Raider 
family, graphical problems aside. 

All in all. Tomb Raider Chronicles isn't going to 
disappoint fans, but newcomers to the series 
might be a bit bemused by the plot and would 
probably be better off checking out some of the 
previous titles in the series first. There are 
some great surprises along the way 
AH (which haven't been ruined by this 

review) and a darker feel to the plot as a 
whole. Coupled with great level 
design and an impressive diversity 
of play. Chronicles will keep you 
going back for more. So, is our 
HBT ^ heroine really alive or as dead as a 
HhH dodo? Bribes to the usual address 

" please! 
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THE WORLD IS NOT ENOUGH 





I t's been too long since the release of 
probably the most beloved game ever to 
hit the N64: Goldeneye. But wait Bond is 
back! And although not a true sequel to 
Goldeneye (Rare lost the Bond license years 
ago)^ The World Is Not Enough certainly won't 
disappoint fans of the original. 

Goldeneye the game was an N64-onLy affair; 
not so this time. The World is Not Enough (or 
TWINE for those who like abbreviations) is multi¬ 
platform, meaning PlayStation owners will get a 
taste of the action too. 

Despite its multiple allegiances, TWINE 
provides top-notch gameplay on its "home" 
console, featuring solid graphics and sound 
effects and decent voice-acting, mimicking the 
movie stars themselves. 

Based more or less on the film, all of the 
levels in TWINE feature loads of objectives to 
complete. And, like in Goldeneye, playing the 
level at a higher difficulty results in more and 
more complex objectives to complete. 

Like most N64 games of late, TWINE utilises 
Nintendo's memory expansion pack. The game is 
fully playable with or without the upgrade, but 
players without will be restricted to a lower 
color-count than those with the upgrade, as well 
as blurry textures. Well, more blurry textures, as 
the upgraded version of the game certainly has 


no shortage of them either. 

Environments are very detailed for the most 
part, ranging from the streets of London to the 
innards of a nuclear submarine. All look 
believable, and feature many "interactive" items 
(i.e. things you can blow up). 

Character models are a bit on the simplistic 
side, appearing somewhat blocky on close 
inspection but are pretty well animated 
and range from your standard-issue 
terrorists, to some frogmen thrown 
into the third mission for good 
measure. Like in Goldeneye, 
enemies react differently 
depending on where they're hit. A 
headshot will drop most enemies with one 
hit regardless of weapon, while arm and leg 
shots will stun the enemy, but won't hurt them 
much. 

There are plenty of weapons in the game 
including pistols, a killer shotgun, automatic 
rifles (some with scopes for better aiming) and 
a few flavors of sniper rifle. 

Gadgetry was one place that Goldeneye was 
seriously lacking. Well, Q is fully represented 
here, as well as R, and some of the best toys a 
gamer could want. For the first time Bond's 


Funny how 
infra-red 
vision always 
looks green 
in Bond 
films. Maybe 
it should be 
called *infra- 
green*. 
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signature watch is fully represented, featuring 
stunner, grapple, dart, and laser functions. 
There are other goodies like bomb diffusing 
kits, EMP data scramblers, hidden cameras, and 
lots of other purpose-built gadgets. All will 
come in handy at some point or another. 

But how does The World is Not Enough stack 
up to Goldeneye when it comes to multiplayer? 
Quite well, we're happy to report. TWINE 
improves on Goldeneye's multiplayer mode in 
every respect. The shaky frame-rate is mostly 
non-existant, there are tons and tons of 
gameplay modes to choose from, and the 
improved graphics make seeing things on tiny 
screens easier. 

Multiplayer options now 
feature new scenarios, which 
allow you to chose from a variety 
of gameplay styles, from your 
typical deathmatch arena, to some 
gameplay modes new to Bond. These 
include a capture the flag derivative called 
capture the briefcase (original, huh?), king of 
the hill, uplink (where players earn points for 
controlling areas on the board), last agent 
standing, and the ever-popular golden gun. 

There are also a variety of modes like covert 
and explosive, each featuring a different 
complement of weapons from automatics to 
strictly sniper rifles. Finally, pick your 




characters, your level, and your teams, and 
you're good to go. 

Love them or hate them, the controls in 
Goldeneye made the best they could with a 
controller not very well suited for first-person 
shooters. The same controls (utilising the 
camera buttons for movement and the analog 
stick for aiming) return, though they're no 
longer the default setting. Players can cycle 
through a variety of configurations that will 
have either the analog stick or the camera 
buttons handling movement, with the other 
handling the aiming duties. 

TWINE differs from Goldeneye in one crucial 
aspect that we found grossly lacking in the 
original: the ability to jump. This of course 
adds new gameplay elements and challenges. 
Auto-aiming is an option, and is a highly 
recommended one, as setting the sensitivity of 
the analog stick is not an option here. 

Fans of Goldeneye will simply eat this game 
up. It's a logical and spiritual successor to that 
most popular of N64 games, bettering it in 
every department, including multiplayer. 


CHOOSE YOUR WEAPON I 
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Super spies 
are rarely 
seen 

without a 
weapon and 
James is no 
exception. 
Drop the 
enemies 
with your 
cellphone 
stunner or 
that 

modern-day 
classic, the 
double Uzi 
combo. 
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do this by entering the Game 
You arcades and playing 
games like Hang-on or 
Virtua Fighter. Ryo can also 
practise his fighting moves 
or go to a convenience 
store and buy things that 
you might need. You can 
even enter a lottery by I 
buying snack foods or 
getting a prize-winning can 
from one of the vending 
machines on the street. You 
^thus get the chance to win ^ 
1 prizes, such as tapes that you can 
I listen to on the cassette recorder 
^ you find, and radios or games for 
W your Sega Saturn that you find in 
/ a cupboard in your house. 

The fighting aspects of the 
game are split into two 
separate modes of 
^ play. The first 


can 


W e used to think playing a game that 
featured some of the more routine 
aspects of life - feeding the dog, 
playing video games, eating crisps, being in 
bed by 11pm - would not necessarily be very 
gripping. After playing Shenmue, however, we 
have realised the error of our ways - it's 
great! 

Shenmue follows Ryo who, after seeing his 
father murdered, sets out to find the man 
responsible. He also wants to discover the truth 
surrounding a mysterious mirror that the 
murderer took from his father after sending him 
to his grave. Ryo has a long journey of discovery 
in front of him and he must take each day at a 
time if he is to stay healthy and strong enough 
to be able to confront his father's killer. 

The game is played over five main areas from 
the Hazuki House, where Ryo lives, to the town 
of Dobuita and Yokosuka Harbour. All your 
surroundings are full of people, shops and other 
buildings to explore, as well as clues for you to 
find that will help you reveal the truth about 
your father's death. Ryo has to search for the 
things that he needs through drawers and 
cupboards, or even behind pictures. As well as 
finding physical clues and items that will help 
him to progress, Ryo can use the telephone to 
make calls and talk to any of the inhabitants of 
the towns, villages and harbour. 

You begin the game in Ryo's bedroom, which is 
central to the rest of your adventure, as Ryo has 
to return there to sleep. Towns and people 
operate as they would in real life: they get up at 
a certain time, open their shops, and 
go out to lunch; the bars are 
only open at night and the 
type of people that frequent 
the town at different times of 
the day change too. So, if 
you want to speak to the 
elderly lady that runs the 
flower stall and it's 9.30pm, 
you've no chance until she 
opens her shop in the morning. 

Ryo may as well go home and get 
some rest and wait. 

This waiting game 
means that some 
of Shenmue 
is spent 
killing 
time. 

You 


# Get lost sonny! I’m busy avenging my father’s 
death. Well, go on then - but just a quick 
kickabout though! 
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are QTE or Quick Timer Events. Here you wiLL 
have to participate in fight sequences by being 
quick off the mark and hitting a series of 
button sequences that flash up on the screen. 
The other is Free Battle, where you kick your 
opponents' butts with the moves that you've 
been practising and special moves that you 
learn from scrolls that can be found hidden in 
your surroundings or bought at 
the antique shop. It's easy to 
master on both counts and 
although not an integral part of 
the game, does feel satisfying as 
you get better and deeper into 
the game when fights become 
more frequent. 

There are lots of things about 
Shenmue that make for a hugely 
interactive experience. Day turns 
to night; the weather changes, 
which you can check on by 
calling the weather report line; 
and even the expressions on the 
faces of people in the street will 
indicate how they feel and how 
they may respond if you ask 
them a question. Ryo can search through 
drawers, take part in pool games, help people in 
I need, catch a bus - almost anything you could 

do in your own life! 

Shenmue has managed to survive its own hype 
^ and come out the other side shining. Some may 
^ find it's a bit slow, or may get frustrated with 
the lip-synching, but all in all you can't knock 
it. The game has pushed the boundaries of 
realism with its many and varied characters 
(which boast motion-captured realism), its 
engrossing, non-linear gameplay and the 
^^^^^^deep bond you form with its main character, 
Ryo. Shenmue is hopefully the first of many 
grown-up games on the Dreamcast. 



Ryo's brave army fought valiantly, but the 
ducks were just too strong for them. Who 
would have thought Hazuki-san was murdered 
by a bird that had gone quackers? What a plot 
twist! 
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play 


starring 
that bloke 
from ‘The 
Bill’ 


B oxing simulators have had to take a 
back seat to the Ready 2 Rumble 
franchise since the game was first 
released on the Dreamcast last year. The 
action-packed bouts and in-your-face humour, 
exuding from the larger-than-life characters 
that you played as, meant that R2R was like 
no boxing title we had seen before, or since 
for that matter. 

The game kept the masses in the ring, happily 
knocking seven shades out of men with afros, 
big chins, mammoth bellies and taunts 
guaranteed to make you chuckle. Ready 2 
Rumble Boxing: Round Two is hitting the 
Dreamcast this month and promises to be 
packed with the same kind of in-game 
entertainment plus a few surprise celebrity 
guests that look like they could do with a good 
kicking. 

The game is based around three main modes of 


"Basically a tried-and-iesteii formula with pretty 
cool physical and aesthetic extras thrown in for 
good measure” 


arcade, tournament and championship. In 
the arcade mode your challenge is to fight 
your way up through the ranks to get 
the top. Tournament allows you to 
take on up to eight of your mates 
in a no-holds-barred event. Finally, 
championship mode sees you pick 
and train a fighter of your choice in 
a career-style mode with the aim of 
fighting your way towards the coveted 
title of Ready 2 Rumble champion. 
Whichever way you choose to play the game, 
the action is much the same when you get into 
the actual fights. Extra mini-games are included 
in the championship mode and act as your 
training sessions to develop your boxer's 
statistics while helping to improve your hand- 
eye co-ordination so that you have more control 
when you enter the ring. Once in the ring, your 
main aim is to build your attack up by gaining 


letters and spelling 'RUMBLE' along the bottom 
of the screen until you enable the 'Rumble 
Flurry' - a surge of pent-up energy that 
manifests itself in a thunderous attack, which 
should leave your opponent reeling. 

The characters you can choose include some of 
the old favourites like trademark boxer Afro 
Thunder and an array of weird and wonderful 
boxers from around the globe. There's the 
massive Mama Tua and Italian stallion Joey T. 

Jet 'Iron' Chin has a really big chin - as his 
name suggests; fortunately, 'Big' Willy Johnson 
doesn't live up to his moniker in quite the same 
way and looks instead like a classic old English 
gent in full Victorian boxing get-up and sporting 
a handlebar moustache. Aside from the 
'normal' characters we have some 
superstars in our midst. Michael 
Jackson moonwalks and 'Ooos!' his 
way around the ring, grabbing his 
crotch as he goes 
and NBA giant 
Shaquille O'Neal stomps 
into the spotlight with 
the biggest feet in 
gaming history. 

The way each boxer moves, taunts 
and fights is totally different from 
the next and playing as each of 
them requires you to take a 
different approach. Some fighters have more 
reach than others, are quicker and lighter on 
their feet or have better swing and power 
on certain punches they throw. This 
means that the game offers a lot more 
than zany action and gameplay and 
holds a huge amount of longevity as 
you can go back to the beginning 
and play through the whole thing 
again with a different boxer. 

Championship mode provides the 
real content and premise for the game 
as you take your chosen boxer, train 
him and enter him into fights to win 
prizes and titles. You can interact 
with your character as much or as 
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little as you like by either taking on the 
training and working through the mini-games 
manually or choosing the auto option so that 
you can get through the game quicker while 
still enabling the rewards of training. The 
training games are well worth having a go at. 
They range from dexterity-testing games, like 
skipping and weight-lifting, to more mentally 
taxing games, like sway-bag and aerobics where 
you have to remember a sequence and then 
repeat it to improve your strength and stamina. 

This addition to the series is basically a tried- 
and-tested formula with pretty cool physical 
and aesthetic extras thrown in for good 
measure. The game looks and sounds great, 
handles well and has an array of cool little 
additions like the celebrity challengers, comedic 
face damage when you get walloped and cool 
little celebration movies such as the Afro 
hurting his crown jewels while trying to drop 
into a funky splits move. 

If you've had enough of R2R to last you a 
lifetime then you're probably not going to be 
blown away with this one. However, if you're a 
seasoned fan and can't wait to throw a 
punch at the prince of pop's 
plastically enhanced face then Ready 
C *1 ^ f^Linible 2's going to knock you 
' ^ out! 


lifetime the 
blown awa\ 
Bk seasor 

% 


|“MAMA SAIDH 
“KNOCK YOU our 

Mother did, indeed, say to knock you out 
with her attack of choice: the Rumble 
Flurry. This much-feared attack will send 
even the hardest of men to their knees 
with great comedic effect. 

Power up, unleash the beast, and stand 
back to watch your opponent leave the 
ring head first by way of your mighty 
glove. 





Bobby De Niro put on 14 stone for his role in 
Raging Bull 2 


MFCXtwn: DREAMCA$X 

■ PBHLISHER: MIDWAY 

■ DEWELOPERS MIDWAY . ^ 

■ RELme NOVEMBEFl^ili^:: 

QD www (x>nsoleck>fBaai^^^ ^ 


r6vi8sa^sAbp_Gear^DaFe_[)evii.^^ 


+ BrilHant comedy 
characters taunts and 
movies 

+ Mini training games 
offer extra challenges 
to In-ring action 

- Some game elements 
require you to hold the 
controller In an 
awkward manner to 
get at buttons 

- If you've already had 
your R2R fill, stay 
away! 
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GOAL 


I START 


T he unofficial sequel to Crazy Taxi, 18- 
Wheeler: American Pro Trucker surpasses 
even the city-smashing cab-crunching 
antics we loved so much in its predecessor. 

If you imagine combining the adrenaline- 
charged action of racing a 30ft vehicle along 
the hellish highways in the film Speed, with 
the comparatively lacklustre experience of a 
trip down to the local supermarket, then this 
pretty much sums up what 18-Wheeler is all 
about. 

Arcade mode is a straightforward conversion 
from the loveable coin-op version, where you 
play the part of a rookie truck driver looking to 
make a mark in the long-distance haulage 
industry. In order to boost your company's image 
and fend off the challenge from competitors, 
you must deliver different trailers of goods on 
time, and preferably before your main rival, as 
you travel across the US. 

Starting out in Key West, you pull up from the 
slip-road out onto the highway to be 
immediately greeted by slow-moving traffic, 
reminiscent of rush hour on the M6. Your 
indicators flash as smoke belches out from the 
twin exhaust pipes above your cab, and the 
throaty growl of the engine deepens as you 
gradually gather momentum from your initial 
crawling pace. In most driving games weaving in 
and out of traffic is no problem; shifting a 
juggernaut, however, provides an altogether 
more challenging task. You'll constantly be 
looking three to four cars ahead, trying to plan 
a way to weave through to incur the minimum 
collision damage. 

The more you damage your trailer, the less 
your cargo is worth as bits of it are left strewn 


across the city. It's also a good idea to 
slipstream other lorries to gain extra s 
which is indicated on-screen. At the beginning 
of each level, you have a choice of different 
trailers to transport, where higher value loads 
are naturally harder to transport because they 
may be heavier and longer, slowing your 
progress and being more susceptible to damage. 

Essentially, you have to make it through the 
checkpoints and to the end goal marker before 
the clock runs down to zero. Once you're tearing 
along the highway, there's little that will stop 
you, except for maybe a solid rock face. 
Everything else can be ploughed through, from 
street lamps to cars, trucks and even wooden 
shacks. Heading out on a mass-destruction trail 
is not really the key to success though, due to 
the rather stringent time restrictions. To help 
you out, scattered bonus vans can be rammed 
for an extra three seconds of time. 

Your other source of trouble comes directly 
from your rival trucker - Lizardtail, who will 
break all the rules, and even his own cab, just 
to deprive you of victory. If you do manage to 
beat him, you'll then be invited to a bonus 
parking stage which, if completed, will reward 
you bonus items like a new horn or a speed 
increasing muffler. 

Besides the straight conversion of this arcade 
mode, there's also a score attack, parking and 
versus modes. Score attack provides four shorter 
circuits to race around, where you have to again 
preserve the value of your load by avoiding 
collisions and boost it by hitting certain 
vehicles. Parking was the most enjoyable section 
of the game. A series of tasks is set out around 
a maze of narrow streets, where you have a tight 


a parking 

bay, without hitting any objects like crates and 
posts. Just as you think you're getting used to 
the handling, reversing tasks are then 
introduced, which are guaranteed to have you 
screaming in frustration as precision is 
absolutely imperative and near impossible to 
achieve. 

Two-player mode offers mutiplayer mayhem 
just like in score attack and uses the same 
circuits. While both players are limited to a 
first-person perspective, the action is kept fast 
and enjoyable as you continually try to cut up 
your opponent on any tight corners, where you 
have the inside line. 

Graphically, 18 Wheeler is spectacular, from the 
blue skies and beautifully detailed buildings to 
the vicious Dallas twister that hurls the traffic 
around like rag dolls. There's so much attention 
to detail: from the magazine and sunglasses that 
slide about on your dash to the way the truck's 
cabin lurches forward when you brake suddenly. 

18 Wheeler is fantastic fun in short gaming 
spells, but it's so addictive that this becomes its 
major downfall. You'll play it over and over until 
you're absolutely sick of it and unfortunately the 
arcade mode doesn't help this matter by being 
so incredibly short. That leaves you with the 
enjoyable two-player mode and perfecting the 
parking tasks, which sadly won't last much 
longer either. It's a real shame that the Internet 
battle mode didn't add substance to this version 
of the game. Treat the longevity just like Crazy 
Taxi and spend your money accordingly if you 
think you can resist those multi-hour gaming 
sessions. Either way, you'll be more patient 
towards HGVs in future! 


THE HGV DRIlfIMG TEGT 




to [Hi; tre car :fito fre'jarage I 


RESULT 


Parking mode 
proves the most 
enjoyable of 18- 
Wheeler’s mini¬ 
games. Completing 
the stage yields 
Gran Turismo-style 
upgrades for your 
“rig”. 
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Alternatively, start a 
pitifully small fuel protest 
style convoy of three 
wagons on the highway. 


Send some logs on their 
long journey to the sea 
with 18-Wheeler: American 
Pro Trucker and get paid a 
ludicrous amount of dosh. 



■ FORMlli DREAMCA 

■ PUBLISHERS SEGA 

■ OEUELOF^ERi SEGA . 

■ f^LEI!^ MARCH 2Ctel' 


OD ONLZHE: www.consoledom 
ceviews/ISWheeler American_.Pro. 


+ Amazing arcade 
conversion 

+ Parking mode is a 
barrel of laughs 

+ Fun in shcul sessions 

- Arcade mode too 
short 

- No Internet battle 
mode 





www.consoLedomain.co.uk Review 93 


WORDS: GARETH HOLDEN 































W mttJLHEi 


+ Addictive gameplay 
+ Precise controls i 

- Ageing hardware 

- Blurry visuals 

- Bonus mini-games are 
average 


■ FOF^Ti N64 

■ publish^ NINTEND 

■ OQ^uOFCRi CAMELOT 

■ relei^ out now 


revieuj 


M ario has a hard life, doesn't he? Not 
only does the pint-sized Italian 
regularly have to save Princess Daisy 
from the clutches of the evil Bowser, he also 
has to make time for golf tournaments, 
karting contests and now tennis 
championships. But do Mario, Bowser and 
Donkey Kong have what it takes to out-smash 
Sega's recent sporting revelation, Virtua 
Tennis? 

First of all, despite the fact that Mario Tennis 
features 14 of Nintendo's characters and 
typically cutesy backdrops, the heart of the 
game is as much a tennis sim as Namco's and 
Sega's efforts ever were. The usual rules of 
tennis still apply, and you can play a game of 
singles or doubles on different surfaces. As with 
the majority of Mario titles, developer Camelot 
has ensured that the game can be picked up by 
a beginner, but at the same time, fully enjoyed 
by an expert gamer. 

The main tournament mode is structured in a 
way that will be very familiar to fans of 
Mario-based titles, with 
the competitions named 
Mushroom Cup, Flower 
Cup and Star Cup: easy, 
medium and hard difficulties 
respectively. It's not until the 
later stages of Mario Tennis' 


tournament mode that you really start to 
appreciate the gameplay subtleties that are 
synonymous with the cream of Nintendo's titles. 
After a few attempts at the game's tournament 
mode, you will have added all manner of spins, 
lobs and smashes to your repertoire of plays. 

One of the best features of Mario Tennis is the 
variety of the game's characters, all of which 
have differing strengths and weaknesses. As 
always, Mario and Luigi are all-rounders, while 
some of the larger characters, such as Bowser 
and Donkey Kong, are slower but possess more 
powerful strokes. The game even includes a 
couple of new characters, Mini-Mario and 
Waluigi, as well as a couple of hidden characters 
for you to unlock. 

Like Virtua Tennis, the developer of the game 
has made an extra effort to make sure there's 
still plenty of gaming time in there when the 
single-player mode is exhausted with a number 
^of entertaining, if slightly average, mini-games. 
And if your mates come round, treat yourselves 
to a game in the four-player mode - it's truly 
exceptional. 

Mario Tennis captures the Mario atmosphere 
perfectly. The visuals are a little blurry at times, 
but are still pleasing to the eye. But at the end 
of the day, it's gameplay that matters, and Mario 
Tennis oozes it from every pore. 
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BUY TWO SOLD OUT £4.99 TITLES AND GET THE THIDD ONE FBEE 


CANNON FODDER 


TOMB RAIDER GRAND THEFT AUTO 


PC PETS VOL I ATOMIC BOMBERMAN 


MCWPS 


BROKEN SWORD ARMY MEN BROKEN SWORD 2 CHAMP MANAGER OUTLAW RACERS SLIPSTREAM 5000 


2-96/97 







THE REAP 


MANIC KARTS 


CHASM-THE RIFT 


FI6-FIGHTING 

FALCON 


EXCLUSIVELY FROM LEADING INDEPENDENT RETAILERS 


, grem games for 


S old Out Software make more games than anyone 
else so if your game is arcade, shoot 'em up, sim, 
or adventure, you’re sure to find your favourite game 
at the lowest price around. 

Now, the range is even better value. We've hand-picked 
a collection of our finest titles that you you can buy 
individually for £4.99 or any three for just £9.99. 
Check out our three new value packs. 


We feature 18 of the most playable games around! 
And, all titles have full Windows functionality, include 
Sold Out's easy-to-use installation software, and are 
fully supported by telephone and Internet 
customer services. 

So, just pop down to your leading local independent 
retailer and take advantage of some seriously good 
value. You'll also get great service to boot! 


For more information on the Sold Out range of products telephone: 

020 7928 9055 

or visit our web site at www.sold-out.co.uk 

(c) Championship Manager 2TM.AII rights reserved. Developed by Eidos Interactive Softwa-e.Ariwott Packagingjorf In str iie t ia wMrl Enri P i iMilhrfl 1996 Eida* Inciu-inbi 
1995 NMS Software Ltd. (P) 1995 Virgin Interactive Entertainment (Europe) Ltd. All rights rciwed.\%B** • Lfil {et.f998Ti» 3DO 

Company.All Rights Reserved. 3DO,Army Men, Real Combat Plastic Men., and their respecti'( 9 JBi|M«:e ffadetaftftesstfier aiSlisiQO-CfiinfMK^ U.S. and 

other countries. Lara Croft andTomb Raider (c) Core Design Limted 1996-2000. Lara Croft anjj^rhb Raider are tradcmarb of Core Design Limited. PiihlT^had by Eidoilntenctlfe 
Limited 1996-2000.Copyright (c) l997TakeTwo Interactive (Europe) Ltd.AII rights reserved. OaiiAapMMEcOMA DesigmitAfq 1997 HadM* USA.AII 

Bomberman is a registered trademark of Hudson Corporation.Interplay is a registered traden of Interplay Pmrtinwn—. SpJK Ops fit • r e g jnaye d ci-«dapark 2"faiiartato 

(Europe) Ltd. Program and design by Zombie Inc. Published under license by Sold Out Sales i 
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■ PUBLISHER & DEVELOPER: CODEMASTERS ■ FORMAT: GAME BOY COLOR ■ RELEASE: OUT NOW 


A true classic has returned to the gaming 
scene on Game Boy Color. Originally 
developed with the home computer 
market in mind, sales in excess of 600,000 
units and Codemasters' purchase of original 
developer Sensible Software has eventually 
led to the title being re-introduced - this 
time on to Nintendo's handheld. 

The story's the same: you are in command of a 
small group of soldiers. Your mission is to defeat 
an enemy whose sole aim is to wipe your 
country off the map and absorb it for their own 
needs. 

With a whacking great 72 levels you're not 
going to be finishing this title any time soon. 
And to make sure of that, you are expected to 
use a whole bunch of 'hardcore' military 
equipment including helicopters, tanks, bazookas 
and grenades. 

Visuals are great, right down to the suddenly 
airborne soldiers that you've just blown to 
kingdom come. The extremely small screen on 
the GBC causes the only prokem with the 
visuals - sometimes it can hinder your ability to 
see the hidden traps strewn about the forest. 

Sounds are brilliant: not only do the enemy 
screech at you in a crazy foreign language but 
your own soldiers shout their mouths off too. 
Where music is concerned there really isn't a lot 
to say; it's almost certainly the effects that do it 
for me. 

Overall, this is a stunning conversion of one of 
the best Amiga games ever created. It has it all: 
pace, sound, graphics and, most important of 
all, it has the same highly-addictive gameplay 
which hasn't aged a bit. Cannon Fodder has 
never looked so good, and the FMV clips (rarely 
seen on GBC) will take your breath away. 

If you were, and still are, a fan, you won't be 
disappointed, in fact you'll never speak to 
another human being as long as you have the 
option of whacking in the cartridge and clicking 
the 'on' switch. Even if you've never come across 
the title, please don't look at it as one of those 
games that's been re-hashed. Give this one a 
chance and it will prove there's definitely still 
life left in the old Major yet. 
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DONKEY KONG COUKfBY 




■ PUBLISHER & DEVELOPER: RARE ■ FORMAT: GAME BOY COLOR ■ RELEASE: OUT NOW 


D onkey Kong Country was one of those 
gems that first reached true success on 
the SNES format. Now Rare has ported 
the entire version to the Game Boy from 
Nintendo. But is it a prize-winning bunch of 
bananas, or is Rare monkeying us around? 
We'll soon find out. 

For those who have never come across the 
wonderful world of Donkey (aka DK) and Diddy 
Kong, let me tell you of their woes. DK is a 
great believer in hoarding bananas. One dark, 
wet night he sets Diddy the seemingly 
straightforward task of guarding his 
mountainous yellow hoard. In fact, on this 
perilous night, DK's worst enemy. King K. Rool, 
decides to steal DK's yellow treasure. So with the 
aid of hundreds of his reptilian henchman, he 
descends upon DK's stash and quickly 
overpowers Diddy before making off with the 
loot. 

After seeing the game on the GBC's small 
screen we were seriously gobsmacked. It's damn 
near exactly the same as it was on the SNES - 
right down to small details, such as when you 
hit an enemy over the head, a banana appears 
for you to collect. 

Like the SNES version you're expected to take 
DK and Diddy through over 100 levels of Monkey 
business. You'll find yourself facing various 
challenges: such as riding a cart through the 
stage 'Mine Cart Carnage'. Sounds easy? Well 
it isn't. Despite being one of the earlier 
levels it proves to be one of the hardest in 
the game. Along the way, you will find yourself 
playing various bonus games and running amok 
in secret areas, collecting lives and bananas. 

Graphics are clearly the same, although there 
is a noticeable difference in the number of 
colours used. This in no way degrades the game: 
it is just marginally duller to look at. Having 
said that though, it is far superior to most GBC 
games. 

Sounds are nowhere near as good as they were 
on the SNES but are mighty fine for the Game 
Boy Color. You won't want to switch them off - 
they're catchy and add a certain authenticity to 
the game. 

Overall, a game not to be ignored. If you do 
then you're missing out on one of the best 
Boy Color games ever created. 
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Train with 
•Mini Games 


New Ring-Clearing New Tauntsy Combos 23 Outrageous 
Rumble Flurries • and Animations Boxing Personalities 


Sharper Single 
Player Boxing 
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Buy ReaBy 2 Rumblu Round 2, for PlayStation from a leading 
independant retaiier and recieve a* i^pii||ble Ready 2 
. Rui^|i(i^oundr!2'%oxing GU 
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•READY 2 RUMBLE BOXING: ROUND 2 ©2000 Midway Home Entertainment Inq*. All Rights Reserved. Ukeness of^ichael Buffer and the READY TO RUMBLE trademark used under licepse from Buffer Partnership (wvvw.letsrumble.com). All 5ther 
character names are trademarks of Midway Home Entertainment Inti MIDWAY and the Midway logo are trademarks of Midway Amusement Games, LLC. Used by permission. tJtsfribut^ under license by Midway Home Enterteinment Inc. 

■playStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc, 
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Gear up for the New Year 

Plus: More news, previews 
and reviews... 
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Dear retailer please reserve me a copy of 


on PC 


Name: 
Address: L 


A SOLDIER ISNT BORN 

I 


MADE 


BRING TRUE-LIFE COMBAT TACTICS 
TO YOUR RAINBOW SIX^ BATlisS. 

• NINE ALL-NEW LEVELS FEATURING NEVER- 
BEFORE-SEEN MISSIONS And gam^play 

• STAND-ALONE FUNCTIONALITY — DOESN'T 
REQUIRE PREVIOUS VERSIONS OF RAINBOW 
SIXOR ROGUE SPEAR 

• CUSTOM MISSION FEATURE ALLOWS YOU TO 
, CHOOSE GAME TYPE, MAP AND DIFFICULTY 

• GAIN CERTIFICATES IN COMBAT SUBJECTS 
INCLUDING HOSTAGE NEGOTIATION. KIT 
SELECTION, INTEL PHOTO ANALYSIS AND MORE 

• UN AND INTERNET MULTI-PUYER MODES 
SUPPORTED 

• VIDEO INTERVIEWS WITH TOP EXPERTS IN THE 
FIELD PLUS PHOTOS & FOOTAGE OF WEAPONS 
& EQUIPMENT 


Tel; L. 


E-mail: L 


Games Offline is distributed free of charge exclusively through independent retailers 

garys games 


You picked up 
this copy at: 






























